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Zombies, Out To j^ 

Lunch, Taz-Mania, / 
Garfield, Ciaymates/ 
Mario Is Missing... 
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Mortal Kombat anc^ 
SF II - all the movds 
Plus Mario All Stars - 
blown wide open | / 













































DESIGNED AND DEVELOPED 
IN GREAT BRITAIN 




Nintendo’'^, GAME BOY^^, the 
Nintendo Product Seals and other marks 
designated as “TM” are trademarks of 
Nintendo. 


Franky is back - with new levels I J 

and new challenges, but hurry A ^^0 
... time is running out!! 

7 completely new locations, 

140 rooms In 12 different 
buildings. 

6 large areas, arcade style scrolling sections. 

All In game text in any one of 7 different languages 
Complete save game 'facility'. 

Large scale design and multi frame animation ^ 
give character sprites 
remarkable authenticity 

© 1993, Motivetime Ltd. 
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THE PREMIER FOOTBALL GAME 


NINTENDO', SUPER NINTENDO 
ENTERTAINMENT SYSTEM™. THE 
NINTENDO PRODUCT SEALS AND 
OTHER MARKS DESIGNATED AS 
• TM " ARE TRADEMARKS OF 
NINTENDO. 


WITHOUT DOUBT THE BEST FOOTBALL GAME ON THE SUPER NES 

- Dominik Diamond 

A REALLY BRILLIANT SPORTS SIMULATION, FOOTBALL FANS ARE 

GOING TO GO MAD ABOUT IT " - Industry Personality Julian Rignall 



Nintendo!. 




Original 


CNintend^ 


© 1993, Rage Software. 


6-A SIDE IMDOOR OPTION 


lllVliniiE 3D PERSPECTIVE 


DESIGNED AND DEVELOPED 
IN GREAT BRITAIN 


• IWDIVIDUAL PLAYER ABILITIES 


• EDIT SQUAD FACILITY 


INCLUDING KIT DESIGNER 


VARIOUS COMPETITIONS TO 


ENTER 


ACTION REPLAY FEATURE 
NEW FIFA RULES INCLUDED 
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This month, Game Zona’s Regulars 
column is presented by international 
megastar Arnold Schwarzenegger. 

news 

Hello fantz. In Noos this m^int ve haf some (ho ho) noo games 
from Namco, ein (chuckle chuckle) noo price for ze Game Poy 
und some (guffaw) noos about Spielmeister. (Wipes eyes.) Oh 
my, I am haffing so much fun alretty. 

chart zone 

It’s ein zone. Wiz some chartz. Ho ho ho ho ho ho ho. Iz there 
no stoppink zis cometty machine? 

big in japan 

Big Dragon Quezt fan? Good noos vor you zen. Big horse racing 
fan? Good noos vor you as veil zen. Big Dawy Dug fan? Also a 
gut noos zituation. Chazed by T-1000? Come viz me if you vant 
to liff. No, zat’s not right. 

cartridge famiiy 

High jinks wiz gamedom’s most pobular vamily as zey travel in 
time and almost get dropped In ein furnace. Somezing similar 
happened to me vunce you know. 

next mcnth 

Vot’s happenink neggst munt. Read or I destroy you. 

back issues 

Baggy shoes. Buy some or I destroy you. 

pg tips 

Sorry, got a bit carried avay zere. Anyvay, here Is section for 
dirty cheats with liddel regart for playing fair. I voz head of Yoot 
Sport Counzil you know. 

mail order 

Buy zings through boast. Like gamez or Kalashnikoff rifles. 

zone 7 

Geeser investigates ze attragtion of shooting ein small metal 
ball around a glass-tobbed taple. Becauze you can’t shoot them 
at peeble, I suppoze. 

geez 

Ladders und Colin Culg. I do not like Colin Culg. 

kill zone 

Bag to ze argadez. Only zis time it’s for pinball machines and 
not fideo gamez. So more metal ballz. 

subscriptions 

Zubscripe or I destroy you. 

soled out 

Reader ads for gamez that are probably very violent. Hur hur 
hur. 

buyer’s guide 

Don’t Inzult my Intelligence. 

previews 

Bevore T2 was Terminator. Same sort of thing here. 

end zone 

Dannii Minoak - ze full shogging troot. Uzi nine milllmeder - I’ll 
be back! 

* We don’t actually sell assault rifles. Sorry. 



features 


20 zombies 
ate my 
neighbours 

Remember Paul Shane 
and Jeffrey Holland in Hi- 
De-Hi? We detested them 
as well. Fortunately, 
neither has anything to do 
with Zombies, a rather fab 
game from the rather fab 
Lucasarts. Read our tip¬ 
top review! Oh, go on. 



74 pinball 
dreams 

What’s the point of putting 
pinball on a console? Eh? 
You may as well try to do 
Super Mario World on a 
pinball machine. (Slap!) Er, 
er, here’s a remarkably in- 
depth look at the 
upcoming conversion of 
the world’s most famous 
pinball game (apart from 
Pinball Fantasies, and that 
was the sequel). 



58 street 
fighter 2 
and mortal 
kombat 

Susie Fighter and 
Mortimer Kombat get 
tipped to death in a 
particularly unpleasant 
and bloodthirsty fashion. 



70 

lawnmower 

man 

After last month’s 
lingering look at the CD 
version, a slaver over the 
equally scrummy SNES 
game based on the film of 
the horticultural tool. It 
looks so smart, we were 
able to dissuade Roy 
Hudd from doing panto 
this year by promising him 
a quick game. 
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games list 



SNES 

(p) 88 Aero The 
Acrobat 


r) 50 Claymates 

r) 34 Kevin Keegan’s 
Player Manager 

r) 30 Lagoon 

p) 70 Lawnmower Man 

p) 88 Magic Boy 

r) 40 Out To Lunch 

p) 74 Pinball Dreams 

p) 88 Pink Panther 

p) 87 Ren & Stimpy 

p) 12 Robocop Vs 
Terminator 

p) 88 Rock ’n’ Roll 
Racing 

r) 46 Super Air Diver 

p) 88 Super Empire 
Strikes Back 

p) 88 Top Gear 2 

p) 88 World Heroes 

r) 20 Zombies Ate My 
Neighbours 



Game Boy 

(r) 38 Garfield 

(r) 36 Pinball 
Dreams 


(p) 87 Ren & Stimpy 


(r) 26 Speedy Gonzales 


(r) 44 Taz-Mania 

(r) 48 The Humans 

(p) 88 Viking Child 

(p) 12 Robocop Vs 
Terminator 


NES 

(p) 88 Cosmic 
[jjE^ Spacehead 

(r) 28 Firehawk 

(r) 24 Mario Is Missing 



(p) 12 Robocop Vs 
Terminator 


(r) = review 
(P) = preview 


Piease notes For 
Advertising 
Enquiries ring 
0225 442244 


Please 
note: For 
Subscriptions 
Enquiries ring 
045S 74011 




The Terminators are dead hard metal 
blokes out to destroy the world. 
Robocop is a not quite so dead hard 
metal bloke out to save it. What 
happens when the two meet? What a 
stupid question. Enormous explosions 
and sleeting death and violence and 
guns an’ stuff, of course. Our intrepid 
Geezers examine the game of the 
comic of the end of humanity on a trio 
of trendy formats. 




30 Monmouth Street, 
Bath, Avon BA1 2BW 


Doing the mag types 

Adam Peters, Andy Butcher, Bath Graphics, Daniei 
Pemberton, Duncan MacDonaid, Barry Jones (cover art), 
Jackie Ryan, Jonathan Nash, Nick Aspeli, Nick Griffiths, 
Patrick McCarthy, Rik Haynes, Rupert Siiwa, Trenton Webb 
and Roger de Courcey and Nookie Bear as the Bronte 
Sisters. 

Producing the mag types 

Alison Morton, Chris Anderson, Chris Stocker, Colin 
Campbeil, Garnett Dickinson Printers, Frances Wasem, Greg 
Ingham, Heath Parsons, Jon Moore, Mark Gover, Sue Hartley 
and Derek Griffiths as the Boston Strangier. 
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^Ttiey told me you were dead, Heraclitus, they told 
me you were dead. They brought me bitter news to 
hear, and bitter tears to shed,’ wrote WJ Cory 
back in the eariy years of the twentieth century 
and, d’you know, we iike to think he was speaking 
of the Game Zone news pages when he penned 
those words. He obviously wasn’t, but we like to 
think so. Because we’re like that. D’ya have a 
probiem with it? What did you say? Wanna step 
outside and repeat that? Thought not. Not so hard 
without your friends, are you? But anyway. 



Video kills elvis shock I well strike me down 


You know that late Friday feeling. It’s three 
in the morning, and you suddenly realise 
you’d like nothing better than to rent out a 
copy of Sorority Vampire Babes. So you 
head to the local video shop. But, a-ha, 
the shop’s closed anyway because it’s 
three in the morning, you idiot. 

So let’s wind the clock back a tad. 
(Whreeeeeeee clunk.) You head to the 
local video shop but find that someone’s 
already taken out the vid. But never fear - 
game rental’s here. 

Everybody knows Nintendo is a little 
reticent about renting out its own games, 
but it seems that the company doesn’t 
care a row of buttons if third-party 
publishers offer up their own carts. 
Blockbuster Video (‘If it’s a good vid, it’s a 
predictable joke’) has just signed up 
companies like TH-Q, Accolade and 
Electronic Arts to supply SNES carts for 
rental in their branches up 
and down and up the 
country. ‘Get out of my 
house or I’m calling the 
police,’ said a Blockbuster 
representative earlier 
today. 


You can now buy a Game Boy (with no 
software whatsoever) for 
£39.99. ‘This is a —' 

very exciting move 
for us, and I know it 
will reap great ^ 

rewards,’ said 
Ronald Biggs on the 
eve of the Great j 

Train Robbery. 

‘Erm, excuse me, 
but I was trying to 
say something 
incredibly important 
about the Game 
Boy,’ added a 
Nintendo 

representative. (We 
left them to it.) 




Chinese whispers 


What do you think of when you think of 
China? Er, China perhaps, or bicycles, or 
tanks squashing students or something. 
What you probably won’t think of Is 
Nintendo tying up a deal to manufacture 
Game Boys and SNESs there. But that’s 
what happened. The Shenzhen Enterprise 
Zone - so close to Hong Kong the two 
could chat genially over the back fence - 
is set to produce up to ten million units per 
year. 90 per cent of these will be exported 
round the world. Apparently Nintendo has 
been considering the idea for over three 
years but. In the wake of the Tiananmen 
Square massacre, was waiting for stronger 
copyright laws to come into effect. 




Namco, the Japanese games manufacturer 
who brought us such classics as Pacman and 
Galaxian, along with many of the better arcade 
driving games, are expanding their range of 
Nintendo games with a number of new titles, 
mainly for the SNES. It’s hoped that many of 
these titles will be on the shelves in the United 
Kingdom by Christmas. 


Prime Goal (SNES) 

Due in part to Gary Lineker’s move to Grampus 
8, football is taking off in a big way in Japan of 
late. Only natural then, that this popularity is 
continued through to their consoles, and that 


Prime Goal 


Prime Goal 


As Dan Mascell would have said, ‘A truly 
magnificent volleh!’ 


the better of the games find themselves 
unleashed onto the world market. 


Suzuka 8 Hours (SNES) 

Time served in the arcades, the world’s most 
Important annual motorcycle race makes the 
transition to your SNES. Your mother will be 
wheelle pleased, now you can recreate the 
buzz of high speed chase without the danger of 
becoming a pavement pizza. 


Smash Tennis (SNES) 

Already a big hit in the East, the makers are 
expecting Smash Tennis to make a similar 
impact over here in the UK. Lots of choice in 
terms of court surfaces, settings, competitions, 
but just like the real thing, it’s necessary to 
learn the basics before you can get anywhere. 
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It’s still coming! There’s no escape! The 
mighty behemoth known as the Second 
Future Entertainment Show, despite being 
raked with machine-gun fire and trapped with 
a clever arrangement of incredibly strong 
(but, tragically, not incredibly strong enough) 
steel filaments. Is continuing its relentless 
advance towards an Olympia near you (only 
if you live in London and quite near the 
Olympia that is). 

Billed as The most wonderful computer 
show ever in the history of time an’ that’ and 
‘So good, Gamesmaster Live had to beg us 
to take part’ and ‘20 stories of furry horror’ 

(an obvious lie), the Show is taking place 


nowhere to run to, baby 


from the 11th to the 14th of November. It’s a 
ticket-only event with the £6.95 nuggets 
available from Gladys Sprain’s Ticket Hotline 
on 051 356 5085. Leading up to the Show 
Itself are the heats of the National Games 
Championship with an ice-cold £10,000 
going to the overall winner. The regional 
heats are being held at the end of September 
and Nintendo owneirs will be playing on 
Mario All-Stars to qualify. These heats will be 
held at Megastores and Games Stores 
across the country, so ask about your heat In 
your local store, if you want to enter. 

There’ll be loads of Show-related stuff 
going on around you until the weekend itself, 
with such media luminaries as the Dally 
Mirror, Capitol Radio, Gamesmaster (with 
Dexter Fletcher) and Radio One joining In the 
larks. Yike-a-doodly dandy and lawks a 
mercy me (as Joan of Arc once said). 



separated at birtb? 


It’s a mystery. Are K-Tel and Telstar one 
and the same company? We’re not quite 
sure, really. 

Anyway. The point is, Telstar (whether or 
not it’s the same bunch as K-Tel) is about 
to release games compilations at barg 
prices. The company is definitely going to 
re-release older SNES titles at new prices 
(a tag of £20 to £30 is being dipped into the 
old paint pot to see If it covers an 
acceptable square of ceiling) and is 
thinking very hard indeed about 
compilations of types of games (like beat- 
’em-ups or puzzle games or whatever) with, 
say, four games to a cart. ‘Hurrah,’ that’s 
what we at GZ say. And ‘Pass the salt, 
Graeme, I’m being ravished by a slug,’ but 
less frequently and on different occasions. 
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A new presenter has been found following 
Dominik Diamond’s sudden departure from 
Gamesmaster (‘One moment he was 
standing where you are now, the next he’d 
gone out to his car,’ said Vernon Lactate the 
GM doorman). It’s Dexter Fletcher, teen idol 
and star of the popular maritime kidnap saga 
Press Gang. (Oh, and he also appeared quite 



prominently in The Rachel Papers where he 
plays an Englishman In America as opposed 
to and American in England. Ah well.) 

He’ll be joining the programme for Its 
upcoming third series, which takes place 
inside a disused prison. ‘I’m delighted to be 
associated with such a great TV show,’ 
Dexter probably said earlier today. 


oops... and sorry 


Mortal Kombat on the Game Boy has a 
two-player mode after all. Hurrah! In last 
month’s review we wrongly stated that 
there was no two player mode on the Game 
Boy version of Acclaim’s big-name arcader. 
But in fact, there is. Sorry. 

It runs through via the link cable and 
enables two people to beat each other 
senseless. Please note that you will need 
two copies of the game to do this though. 
Although two people could always beat 
each other senseless anyway, but that 
would probably result in a visit from the 
police and a few days in casualty and is the 
kind of thing that a sensible, restrained 
magazine like Game Zone can’t be seen to 
encourage - much. 



Metal Marines 


Pac Attack 
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Suzuka 8 Hours 


Battlecars (SNES) 

Hectic high speed antics with a modicum of 
destructive violence thrown in. Fast and 
furious. Two player mode could make you hate 
your friends. Go for it. 

PacAttack (SNES) 

Hail the return of Namco’s fave figurehead, in a 
Tefr/s-esque build-’em-up occasionally known 
as Cosmo Game Puzzle. 


Pacman 2 (SNES) 

Hurrah! All this seventies stuff has been getting 
right on my nerves just lately, but here’s a retro 
trip I certainly do approve of. Pacman , the all- 
time arcade hero Is back, and he’s brought 
along his sis’ too. 

Three games on this package, Pacman, 
direct from the arcade classic we know and 
love, Miss Pacman, complete with hair bow 
(very cute don’t you think?), and a catapult- 


toting Pac character in an RPG type adventure, 
with a teapot for a home. 

Ms Pacman (Game Boy) 

Game Girl more like. Amazin’ action on the 
small screen, but for the nineties it’s finished in 
a delicious shade of pink. If you were too 
young and missed Pacman when it appeared 
the first time round, then here’s your chance to 
catch up. 
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Mr White looked down at the finger 
jammed against his shirt. His eyes 
travelled up to Mr Pink’s face and 
held his gaze for a full ten seconds. 
Then he smirked quickly. 

“You thought you were here tonight 
to die senselessly in a running street 
battle with the police but in fact, Mr 
Pink, tonight - This Is Your Life! 
Aaarghh,” he added as Mr Pink shot 
him a large number of times. 

And while this certifiable 
violence is occuring, why don’t we 
take a quick look at the Game Zone 
charts page? 


Mr Pink slid through the door of the 
warehouse, pushing it softly shut 
behind him. He nervously smoothed 
his hair and straightened his tie, 
composing himself. Then he strode 
forwards, stepped over several 
dead people, and stabbed his finger 
at Mr White’s chest. 

“What went wrong?” he snapped. 
“We were in control, and then all hell 
broke loose. There was no way the 
cops could have got there that soon. 
We were set up. Someone betrayed 
us, and the only thing I know for 
certain is that it wasn’t me.” 


Five people you'd least 
like to see when 
trapped under a car... 

O A Council Tax 
collection agent 
O A joyrider 

O Somebody clumsy 
carrying a large and 
precariously 
balanced pile of high 
explosives with 
freshly-soaped hands 

O A close friend 
you’d cruelly jibed 
during a recently 
held party for getting 
trapped under their 
car last week 
O Gyles Brandreth 


Starwing 

Nintendo 


Alien 3 

Acclaim 


Street Fighter II 

Capcom 


Asterix 

Infogrames 


Probotector 

Konami 


Pebble Beach Golf 

T&E Soft 


Super Goal! 

Jaleco 


Top seven words to roll 
around the mouth 

O Emolument 
O Prissy 
O Coagulation 
O Dziggetai 
O Saltimbanco 
O Temptingly 
O Crepuscular 


Helen 

, Christie es 

'■ i ■■ ■■ chewed the 

- normal 

practice of 

/i, sending in 

/ a photo of 

/. ' herself 

''''***' her 

r chart, and 

jSSy instead 

v V posted one 

\ of Edd the 

Duck. The 

> . Geezers 

spent many 
fascinating 

hours locked in debate over the 
reasons for this unusual manoeuvre, 
but failed to reach any conclusion. 
Such is the nature of spirited debate. 
Actually, that’s a lie. Andy did indeed 
wonder aloud about Helen’s motives, 
but nobody took any notice. Anyway, 
here are Helen’s top five carpets. 


trouble 

with 

celebs 

that 

truly 

K great ones 

Er ' ' are dead. 

Some 
people 
might 
consider 
this a 
problem. 
But let it 
not be 
that Game 

Zone lets a mere absence of life stand 
between itself and a list of somebody’s 
favourite games. Employing a preview 
copy of Super Mario DNA Analysis 2 we 
injected James Dean’s essential 
qualities into a hen’s egg, waited for a 
bit and popped the question. He 
replied (in a rebellious fashion): 


revealing and 
not-at-all 

' ^ self-indulgent 

' f ^ Zone Chart, 

'J Josse Bilson, 

V f new staff 

''vI writer and 

J mathematical 

some note 
contributes 
his top 
favourite 
numbers of all 
time. It may interest readers to know that 
Josse was taught by the near-legendary 
Alan Turing, who theorised that all things 
were computable and could be solved 
with equations, and has recently 
calculated the number of grains of sand 
on Poulteney Beach using an equation of 
his own devising. Or it may not. 


Help, help, the end of the 
page has sprung a leak. 
(Glub.) The only thing that 
can possible save us is a 
nice, highly-absorbent 
reader chart. If you’ve 
got a Top Something 
Somethings, you could 
save the lives of twenty- 
eight people (including a 
famous novelist and a 
debonair gentleman thief). 
Attach a photo of yourself 
or a suitable alternative 
subject and send your 
chart without delay to; 


O Axminster Emerald 

O Pulkin’s Shagpile 

O Official Paul Daniels 
No-Vom Party Ruglettes 

O Tideyman’s 

O My friend Don’s 


O Exhaust Heat - SNES 

O Micro Machines - 
NES 

O Mario Kart - SNES 

O FI Race - Game Boy 

O Crap Driving Sim - 
Porsche Spider 


Chart Zone 
Game Zone 
30 Monmouth Street 
Bath, Avon 
BA1 2BW 


UK charts brought to lurking life by Ron and Craig at the Virgin Games Centre, Oxford Street. What stars. 


Under a car chart 


Super Mario Land 

Nintendo 


TMHTII 

Konami 


Striker 

Elite 


Golf 

Nintendo 


Days Of Thunder 

Nintendo 


Super Mario Kart 

Nintendo 


Top Ranking Tennis 

Nintendo 


Adventure Quest 

Codemasters 


Tiny Toons 

Konami 


World Cup Soccer 

Nintendo 


Dizzy 

Codemasters 


Desert Strike 

Electronic Arts 


Flintstones 

Nintendo 


Bayou Billy 

Konami 


Batman Returns 

Jaleco 


readers’ chart 


zone chart 


celeb chart 


1 1 Bunny 

1 1 gS^ Tiny Toons I 

1 1 V Nintendo 

1 1 Konami 1 



A Maniac Mansion 

Lucasfilm 


A Super Mario Land 2 

Nintendo 



A Kirby*s Adventure 

Nintendo 


A Alfred Chicken 

Mindscape 



A Mega Man 4 

Capcom 


A Caveman Ninja 

W Elite 
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GamePro, USA 

It’s devastating! It’s 
awesome! Experience 
the power of the mighty 
Firehawk gunship in 
this ultimate action \\ 
combat game! Use 
skill and judgement 
to pilot the Firehawk 
through seven 
intense missions 
over land and sea 
with intense air-to-air 
combat. Crush the 
crime lords and battle 
with enemy troops armed 
to the teeth with lethal 
weapons. Check out the 
bonus power-ups and the 
super-fast 360° scrolling! 
The action’s dangerous / 
and 100% addictive wh^^ 
you take the controls of 
Firehawk! 




FOR USE WITH THE NINTENDO 
ENTERTAINMENT SYSTEM™ 




Codemasters 




Heat Seekers 


Mega Power Hi 


CODEMASTERS, Lower Farm House, Stoneythorpe, Southam, Warwickshire CV33 ODL. Tel: 0926 814 132 Fax: 0926 817 595 

© 1993 Codemasters Software Company Limited 


“A testing 
blaster that 
requires more 
than quick 
reflexes.” 


Bridge Blow-out 
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In this month’s 
regular look at 
what’s happening 
in the land of the 
rising sun fVfk 
Haynes looks at 
the sort of video 
game that gets 
the Japanese 
really excited and 
wonders... why? 
Meanwhile, Daffy 
Duck comes to 
the rescue... 




Last year, SunSoft signed a five year 
agreement with Warner Bros to 
produce a series of video games using 
popular Looney Tunes characters such 
as Bugs Bunny, Tweety Bird and the 
Tasmanian Devil. Roadrunner’s Death 
Valley Rally (SNES) and Speedy 
Gonzales (Game Boy) are already 
available. Daffy Duck: The Marvin 
Missions, based on a classic cartoon 


called Duck Dodgers In The 24 1/2 Century, 
includes disintegrator rays, spaceships and a 
screwball chase across five planets. 

Just the facts: Platform game starring Daffy 
Duck. And Porky Pig with a vacuum cleaner. 

published by: Sunsoft 

cart size: 12 Megs on SNES version 

price: tba 

out: October (Official UK release) 
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accele 

brade 





Over hill and 
highway the 
banana 
buggies go, 
coming 
home to 
bring you the Banana 
Splits show. But Fleegle, 
Bingo, Drooper or Snork 
aren’t in Acce Le Brade. 
Instead, you zoom down 
tunnels and high streets 
in a neat little robo- 
buggy with the ability to 
rocket boost into the air 
and shoot many different 
things. 

Just the facts: 3D 
shoot’em-up. Plenty of 
Mode 7. Contains an 
attractive radar display. 

published by: Tomy 
cart size: 16 Megs 
price: ¥9800 (£61) 
out: November 26 




svptr SMM WTisUtai 

Just the facts: 


Joins the sumo 
games from Namco, 
Takara and Tecmo. It sports a full 
range of slaps, tussles, belly 
wobbles and gusset attacks. The 
release of Super Sumo Wrestling 
coincides with the major 
tournament at Fukuoka. 


published by: Imagineer 
cart size: 8 megs 
price: ¥9800 (£61) 
out: November 12 
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Just the facts: A blend 
of wargame and RPG. 
Perfect gift idea for 
anybody who likes 
robots, dinosaurs and 
train timetables. 



published by: Tam*Tam/Enix 
cart size: 12 megs 
price: ¥9600 (£60) 
out: August 27 
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big in japan 


With the success of Super Mario 
Collection, every publisher must be 

S taking another look at their back 

catalogue of NES titles. This remake 
of two legendary games from Enix 
employs the easier-to-handle Al 
command system from Dragon Quest V but retains 
the original maps, items and stories from Dragon 
Quest I and II. In Dragon Quest I*!!, you’ll find 
warriors, magicians, philosophers, clowns, clerics, 
monsters and blobs of slime. Characters in the DQ 
series, known as Dragon Warrior In the USA, were 
designed by Akira Torlyama. He’s a famous manga 
artist responsible for Dragon Ball Z. 


Great news for Dragon Quest fans! 

^ announced the next instalment in 

this thrilling saga at a press 
conference attended by the leading 
IJjNlllljlM producer, designer, artist, programmer 
and musician on DQ’s production 
team. Of course, they remained typically guarded 
and didn’t let any juicy gameplay details slip out 
during the intense barrage of questions from 
euphoric Japanese journalists. Dragon Quest VI and 
Dragon Quest I*!! are now the most eagerly awaited 
video games In Japan... and that’s official. Square 
Soft has confirmed that work on Final Fantasy VI is 
underway, too. 


published by: Enix 
cart size: tba 
price: tba 
out: tba 


published by: Enix 
cart size: tba 
price: tba 

out: tba (probably not before 1995!) 


torneco's great 
adventure 


Just the facts: Spin-off from 
the Dragon Quest tales 
featuring a fat bloke laden 
down with weapons, magic 
potions, camping equipment 
and other miscellaneous 
treasure hunting stuff. This chubby chap 
must fight gremlins, worms, toadstools and 
treasure chests with jaws! 




Winning po 


Just the facts: A Koei video 
usually involved, high-brow a 
well, looks awful. Only Winning 
is far sexier than Thorough _ 
Breeder and Classic Road. 


js^pse 

nintemro chart 

^ Street Fighter II Turbo 

Capcom/Super Famicom 

A Super Mario Collection 

Nintendo/Super Famicom 

A Legend of Holy Sword 

Square Soft/Super Famicom 

o 


Prime Goal 

Namco/Super Famicom 


A Legend of Zelda 

Nintendo/Game Boy 

A Super Mario Kart 

Nintendo/Super Famicom 

A AllJapan Pro-Wrestling 

NCS/Super Famicom 

A Super Formation Soccer II 

Human/Super Famicom 


o 


Madara 2 

Konami/Super Famicom 


A Super Air Diver 

Asmik/Super Famicom 


published by: Chun Soft/Enix 
cart size: 12 megs 
price: ¥9600 (£60) 


classic 




Fed up watcfitnpg i 
wordo on Chann^^^ 
Racing Althougfr ' 
Giasss^ Road rs Puffed- 
full of (^entat wnttfig,- V 
you should be abfiS'to ' ■ 
make your way through the sted 
^rm, Stoles, training sessions and 
prices. At least the ^ts and names 
for each horse are in Ei^llsh. Victor 
Entertainment Is better known for 
licensing proven home compfirter 
^mes from the likes of LucasArte 
Games and Core Design. 

. Just the facts: ttor^ racing 
simulatTcn. Blue Peter, Farr and 
War Relic run in the demo. Better 
presentation tharcWect’s offering. 


published by: Koei 
cart size: 16 megs 
price: ¥12800 (£80) 
out: September 10 


published by: Victo^M 
Entertainment 
cart sizei-STTiegs . 7 
price: ¥9800 (£61) 
out: September 


thoroughl 


Just the facts: Even 
by normal stiategy 
standards, this game looks extremely boriog. 
Meet does come to the rescue, however, with 
another fine example of ‘Japlish’ in the 
publicity for Thoroughbred Beeed^^-^e 


devote this game to all the people'who loim 
racing horses and to those who are en^ged 
in horse racing. We hope this will be of fun to 

ita!^ 


you.” (What? Ed.) 





SUN 5- 6- 7~ « 

published by: Hect 

9 9-16-17-n 

01 sm 

cart size: 8 megs 


1 4--22-24-2< 

price: ¥9700 (£61) ^ 

Tim 

out: August 25 H 
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They’re big, they’re bad, 
they’re not very nice to 
meet in a dark alleyway. 
And they don’t like each 
other v^ry much. 

But that’s enough 
about Andy Sutch&r and 
his frida-7... 


inosaurs are big and nasty, with lots of 
claws and teeth. Vampires have fangs and 
can turn into bats and stuff. Darth Vader is a 
master of the Dark Side and a dab hand with a 
light saber. Aliens have acid for blood and that 
big retractable mouth-thingy. But for sheer 
hardness, you can’t beat a good cyborg. 

Or two. 


Aha! Let’s see how the 
unstoppable killing machine 
does without any privates, 
shall we? 

Quite well, actually. Damn. 


a briaf comic 
interlud*^ 

Dark Horse Publications are an Independent 
American comics company that over the past few 
years have managed to get hold of several big 
film licenses, including Terminator and Robocop. 
They then proceeded to break with ail of the 
great licensing traditions laid down by 
generations of writers, comic companies and 
games programmers by producing high quality, 
original comics that weren’t just poorly produced 
rehashes of the film. 

Their first cross-over title was the excellent 
Aliens Vs Predator, which resulted in the alien 
skull In the Predator 2 film and the sadly poor 
game. Robocop Vs Terminator was the second. 


Oh well, let’s try the old 
‘fire very, very fast’ ploy. 
Umn, tbat seems to be 
working much better... 


Praying to the great god of firepower seems to help. 


12 GRmE SOMI 
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LOOK! 

FOR THE GAMES 


IN IVE/LI - IT'S 
CRAZY PRICE TIME!! 


orEN 


DAYS A 
s^WEEK, 


TM 


ZAP COMPUTER GAMES 

TECHNO HOUSE-LOW LANE-HORSFORTH 

-EEDS LS1S ADF 

SLZZLiiS-Fljr'H0T UlSEr 

0 ‘ 5 * 3‘2 5 * 9 * 0 * 0 * 7'’7 


LOW LOW PRICES - ALL THE LATEST GAMES & MACHINES - 
SUPER QUICK DELIVERY - NO SILLY MEMBERSHIP FEES REQUIRED 
TO BUY. OUR MOST FRIENDLY STAFF ARE WAITING FOR YOUR CALL. 


ZAP HOURS; Sam-7pm Mon-Fri • Sam-5pm Sat & Sun • FAX NO: 0532 586523 


FORSERMCE 





US SUPER m 

+ GAM OF YOUR CHOICE 


UP TO 
£ 42.99 


£149 


.99 


US STREET 
FIGHTER II 
TURBO 


MORTAL COmAT 

£ 54-99 



SUPER BOMBERIVAn 

£ 59-,99 
CALL 


^ SUPER NES 


STREET FIGHTER II TURBO . £,69.39 

MARIO ^LLL STARS . £54.99 

MORTAL KOMBAT . £54.99 

ROCK &' ROLL RACING . £49.99 

COOL SPOT . £44.99 

BOMBERMAN MULTITAP. . CALL 

TUFF E NirFF . £49.99 

ZOMBIES ATE MY NEIGHBOimS . CALL 

EQiriNOX . CALL 

SPELL CRAFT . £49.99 

GOOF TROOP . £49.99 

E.V.O . £49.99 

OPERATION LOGIC BOMB . £49.99 

NFL FOOTBALL . £49.99 

UTOPIA . £49.99 

20/20 BASEBALL . £49.99 

Ul NGEON MASTER . £.54.99 

BATTLE CARS . £49.99 

N MANSELL RACING . £49.99 

T-2 JIDGEMENT DAY . £44.99 

WORLD HEROES . CALL 

SILIDOWRIN . £49.99 

BimSY . £39.99 

POCKY ROCKY. . £49.99 

ALIEN HI . £44.99 

SIPER TITRRICAN. . £44.99 

LOST \TKINGS . £44.99 

TAZMANLl . £44.99 

SIPER HIGH IMPACT . £39.99 

M\P FOOTBALL . £49.99 

MYSTICAL NIl^A . £44.99 

SOIL BLAZER . £44.99 

BATMAN RETITRNS . £49.99 

STAR FOX . £49.99 

TECMO NBA . £49.99 

MICKEY MOUSE . £49.99 

TIN\' TOONS . £49.99 

FINAL FANTASY II . £49.99 

ACTRjUSER . X39.99 

CYBERNATOR . £44.99 

FAL\L ITHV . £44.99 

PRINCE OF PERSIA . £44.99 

DESERT STRIKE . £44.99 

CONTRA III . £39.99 

JIMMY CONNERS TENNIS . £39.99 

UN SQUADRON . £42.99 

GRADIUS HI . £34.99 

MARIO KART . £44.99 

PEBBLE BEACH GOLF . £44.99 

COOL WORLD . £24.99 

GHOULS & GHOSTS . £34.99 

KRUST\''S FUNHOITSE . £29.99 

SKUIJAGGER . .£24.99 

CHESSMASTER . £24.99 

WINGS . £24.99 

STRIKE GUNNER . £24.99 

BRAWL BROTHERS . £34.99 

POWLR MOVES . £24.99 

TOYS . £24.99 

WARP SPEED . £24.99 

SIPER VALIS IV . JL24.99 

CJUJFORNLl G,i\MES II . £24.99 

OUTLANDER . £24.99 

SUPER SMASH T\^ . £24.99 

FAMILY DOG . £24.99 

STREET COMBAT . £24.99 

Q-BERT III . £24.99 

DRAGONS L^UR. . £24.99 

HIT THE ICE . £24.99 

ROBOCOP HI . £24.99 

CHUCK ROCK . £24.99 

XE-6 JOYSTICK . £29.99 

STREET FIGHTER TURBO PAD . £24.99 

PAL-1 BOOSTER . £29.99 

STAR FOX CONVERTER . £15.00 

MULTITAP . £29.99 

US SCART LEAD . £15.00 

ASCti PAD . £20.00 

US PAD . £15.00 

JOY CARD . £17.50 


Our premises are bulging with games, so if you 
don't see what you want do not despair Just call! 
All Postal orders and credit card purchases will be 
whisked to you the same day. All prices subject to 
change and availability. Post and packaging - 
Games 11.50 - Handhelds £5 - Consoles £7.50 


t J^FAMICOM 


JAP.4N 


STREET FIGHTER TURBO . CALL 

WORLD HEROES . CALL 

MARIO ALL STARS . £64.99 


SIPER AIR DIVER. . 

J LEAGUE SOCCER . 

. 

BOMBERMAN . 

. £59.99 

FORXLiTION SOCCER H . 

. £54.99 

RANMA y2 n. . 

.CULL 

SUPER FAMILY TENNIS . 


ART OF FIGHTING . 

. CALL 

POP ‘iNT TWIN BEE . 

. £54.99 

SUPER FI CIRCUS II . 


MIT* BASEBALL . 

. CALL 

HUMAN BASEBALL . 

. CALL 

PRIMEGOAL . 

. CALL 

KING OF KILLIES . 

. £24.99 

RATTI.F, GRAND PRIX. . 

. £24.99 

SUPER SLuXMDUNK . 

. . CALL 

SIPER SLAM SHOT . 


DEAD DANCE . 

. £59.99 

BOMBERMAN 6= MULTITAP . 


F.\MILY TENNIS MULTITAP . 





THE STREET FIGHTER TURBO PAD HAS ^XRRJVED: 

A XWST FOR ALL YOU TURBO NUTTERS 
THE PATRIOT PAD ENABLES YOU TO EXECUTE ALL THE 
SPECIAL MOVES FOR ALL THE CHARACTERS AT THE 
PRESS OF JUST ONE BUTTON. IT CAN ALSO BE USED AS A 
NORMAL PAD. TAKE IT FROM US ITS AWESOME! 


£24.99 + (£1.50 P&>P) 


NEO-GEO 


NEO-GEO 




SIPER ADVANTAGE STICK . £44.99 

TOP FIGHTER STICK . £59.99 


SENGOKU n . £175.00 

SIDE KICK SOCCER . £175.00 

ART OF nGHTING . £175.00 

WORLD HEROES . £140.00 

3 COUNT BOIT . £165.00 

FATAL FURY II . Jl175.00 

BjiSEBALL STARS H . £129.99 

KING OF THE MONSTERS II . £129.99 

NINJA COMMANDO . £129.99 

MUTATION NATION . £129.99 

LAST RESORT . £129.99 

THRASH RALLY. . £120.00 

ROBO ARMY . £120.00 

SENGOKU. . £120.00 

SOCCER BRAWL . £120.00 

EIGHTMAN . £120.00 

FATAL FURY . £120.00 

ASOn . £95.00 

GHOST PILOT. . £95.00 

SUITER SPY . £95.00 

BURNING FIGHT . £95.00 

CROSS SWORDS . £95.00 

FOOTBALL FRENZY . £120.00 

KING OF THE MONSTERS . £95.00 

MAGICIAN LORD . £95.00 

2020 BASEBALL . £95.00 

NAM 75 . £65.00 

BLUES JOURNEY. . £65.00 

BASEBALL . £65.00 

CYBERLIP . £65.00 

LEAGUE BOWLING . £65.00 

TOP PLAYERS GOLF . £65.00 

JOYJOY KID . £65.00 

JOYSTICK . £50.00 

MAGICIAN LORD H . SOON 

NEO-GEO SYSTEM INC 1 STICK 

PSU 6? LEADS . X300.00 

MEMORY CARD . £20.00 

MANY USED GAMES IN STOCK - 
PLEASE CALL 



D 




-^ORn9.50AND 

KiVOCKAVVHOLE 




SAMURAI SHOWDOWN . £175.00 

VIEWPOINT . £225.00 

WORLD HEROES II . £175.00 

ART OF FIGHTING H . CALL 


xhe price of 

OFFER'!! EY' 
CALIFORV 
i\IERE.£r 




NAME 


ADDRESS 


ORDER FORM 

Send to this address: 

ZAP 

TECHNO HOUSE 
LOW LANE, HORSFORTH 
LEEDS LS18 4DF 

Please rush me the following telephone no. 


CUT HERE 


POSTCODE 


ITEM 

PRICE 

POST/P 

TOTAL 

























Please make cheques/PO's GRAND TOTAL 



Credit card number 


Expiry Date 


□ 

Cheque 


□ 

Credit Card 


□ 

Postal 

Order 



Svuitchcards welcome 

Please quote issue number for Switch 


Post and packaging - Games £1.50 - Handhelds £5 - Consoles £7.50 



































































































































































































































cover feature 



Could do with a spot of DIY, this place. 



Come quietly, or there will be... trouble. 


fuTure shock 

But what’s Robocop got to do with the 
Terminators? And how come they’re fighting? 
And why, if 7-11 shops are open 365 days a 
year, 24 hours a day, do they have locks on the 
doors? And... (Enough. Ed.) 

Well, you know that the Terminators are the 
soldiers of the Skynet computer, right? And you 
know that Skynet started of as a strategic 
defence computer, but became self-aware and 
decide to start a nuclear war to kill all humans. 
But how did Skynet become self aware? 

Through Interaction with a human mind that’s 
able to communicate directly with computers. 
Yup, our man Robo, the world’s first cyborg, was 
yet another cause of It all. His accidental 
Influence on the experimental Skynet computer 
system made it artificially intelligent. 

The humans of the future are understandably 
unhappy when they discover this, and use a 
captured time travel facility to send someone 
back to kill Robo before he Influences Skynet, 
thus preventing the war. Unfortunately Skynet 
gets wind of the plan and sends back a squad of 
Terminators to protect him, and If necessary to 
force his hook-up to the computer network. 

That’s where you come in. 



Come on then, come and have a go. See, you’re not so hard after having all your guns shot off. 


present tension 

In Robocop \/s Terminator you control Robocop 
In his platformy battle against the Terminators. 
You start off on a typical patrol of the streets of 
the near-future Detroit, dodging bullets, gunning 
down bad guys and finishing off with a fight 
against a rogue ED-209 - all is well in the world. 

Apart from the shadowy figure In the 
background who keeps firing huge energy bolts 
at you, that It is. 

After defeating the ED you fight you way 
through a few more unimportant criminals, 
leaving them dead or maimed in your wake, and 
finally confront the mysterious sniper, who turns 
out to be a woman with an unfeasibley large gun, 


Just as Robo’s about to be fried a car screams 
past and the occupants shoot the woman, 
leaving her for dead. 

the plot unfolds 

The wounded woman explains what’s going on, 
and that Robo’s responsible for the war and the 
deaths of millions of people. Running through his 
recording of the drive-by, Robo realises that the 
occupants of the car weren’t human, and sets of 
to find the Terminators. 

A dozen or so street hood corpses later and 
you come up against the first Terminator, kitted 
out in the traditional black leather and shades. It 
makes me wonder why the future resistance is 



These ‘comic strips’ are used to explain the plot. 




Ha! I laugh at you pathetic 20-barelled autocannon! 


You didn’t seriously think we’d give a 


mm 

rr’ 


GflmE SOME 15 










cover feature 



worried about the Terminators infiltrating their 
bases - just blow away anyone in black leather 
and shades, I say, and don’t worry about the 
sniffer dogs and everything. Anyway, it seems 
that the Termies have decided that as the 
woman’s gone and blown the gaff a bit by telling 
Robo the plot, they’d better just capture him, 
plug him in and be done with it. In the ensuing 
fight you appear to kill the Termie, and 
incidentally confirm the woman’s story. Robo 
then hunts down the rest of the Terminators, 
which Involves huge gun battles in various 
locations around the city. After dealing with the 
last of them, Robo realises that there’s only one 
way to stop them for good, and plugs himself 
into the world computer net after all. But this 
time he transfers a copy of his personality 
into the system. 

back to the future 

The war occurs, the Terminators are born, and 
everything goes according to Skynet’s plan. But 
then Robocop’s digitised consciousness acts. It 
takes over the computer controlling one of the 
Terminator factories and rebuilds Robocop with 
Skynet’s futuristic technology. Then the second 
half of the game begins. It’d be giving too much 
away to tell you what happens from here, but 


suffice it to say the there are lots of Terminators 
(of all shapes and sizes...), computerised 
defence systems and some really neat guns. 

And don’t forget - the Terminators have time 
travel technology... 

here and now 

Robocop Vs Terminator seems set to break 
some of the ‘rules’ of licenses - It sticks very 
closely to the original story of the comic, and is 
shaping up to be a fine game as well. Admittedly 
it’s a platform game, like every other license ever 
produced In the entire history of computer 
games, but it’s a platform game that works. The 
main sprites are all big and well animated, and 
the backgrounds generally do an excellent job of 
portraying the atmosphere of both the near and 
not-quite-so-near futures. The sound is mean 
and moody, although there’s a dissappointing 
lack of ‘thud, thud, thud’ footsteps when Robo 
struts around. But there are some excellent 
graphical effects, and some really big guns, 
especially In the future sections. 

But to find out how It really shapes up, you’ll 
have to wait for our in-depth review next issue. 

Oh, and 7-11 stores have locks on their doors 
in order to comply with government Health & 
Safety and Fire regulations, d 


5 ways to kill a cyborg 


Both Robocop and the Terminators are 
notoriously difficult to kill. Apparently this has 
something to do with them being made of 
incredibly tough metal alloys, not bleeding 
and feeling no pain. 

“Pah!” we at Game Zone say. We could 
have the lot of ’em any day with our foolproof 
self-defence techniques... 

dropping into the sun: Ha! Let’s 
see how that much-vaunted metal alloy 
combat chassis deals with a few million 
degrees centigrade for a minute or two, 
shall we? 

thermonuclear strike: They 
may think they’re pretty hard, but they’re 
nothing that a good 200 megatons or so 
wouldn’t sort out, that’s for sure. 


being hit with something 
quite large: That’s right, just a good old 
fashioned smack in the marf’d put ’em down 
for good - it’s just a matter of hitting them 
with something big and heavy enough. A fair 
sized mountain ought to do it. 

music: Yup, that’s right. Music is a 
vastly underestimated weapon in the hands 
of a trained professional. Ten minutes of 
enforced listening to Val Doonican is 
enough to Induce brain-death in any normal 
human, so a couple of hours ought to see for 
even a Terminator. 

pushing the radio into the 
water while they’re having a 
bath: Well, it always seems to work in 
those ’70s made for TV American thriller 
movies, anyway. 


V 







The old ‘play dead’ trick’ll fool him. What? I am dead? 



Hee hee hee. Ha ha ha. No, stop it, that tickles. 



So, small glowing thing - where’re the cybernetic killers? 



They take this ‘kill all humans’ thing a bit seriously here. 


file 0 facts 

All formats: 

Out; November 
Price: tba 
Publisher: Interplay 
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racing! 
combat! 
adven- 
iii^ngt Equipped 
with a dazzling 
array of weapons 
and Skills, The 
Ultimate Stuntman 
is a relentless 
surge of action and 
adventure! It’s fast 
and furious as you 
challenge the 
meanest mecha¬ 
nised monsters and 
perform the most 
dangerous stunts 
in the world! 


Pedal to Metal 


o o o 


l:.y- ■rh'- ■■■■■;-i^ 






The Ultimate Stuntman 
will stretch your abilit 
to the limit - from tu 
sports car racing to sui 
viving the gangs on the 
streets! Ail this and th 
Technobeast to conteiv 
with (no one said it Wi 
going to be easy). 


rhe Technobeast 


tiJfSS 


?OR USE V, iTH TH£ ;v3NTEi'5DO 
ENTERTAIMMENT SYSTE;'^'’ 
Nintendo Entertainment System is a trade¬ 
mark of Nintendo Co. Ltd. This quality 
Codemasters game is not made, designed 
or endorsed by Nintendo Co. Ltd. 




























T he Game Zone 
reviewers are 
a close-knit 
bunch. They work 
together, they play 
together, they go 
and stand outside 
fast-food outlets and 
chant disparaging 
comments about the 
environmental 
policies of big 
businesses together 
(except for Patrick, 
who owns 

controlling interests 
in several big 
businesses and 
demands they step 
up pollution at 
regular intervals). 
But who could have 
foreseen the vital 
part they were to 
play collectively in 
the future of the 
planet - in the war 
with the machines? 
Nobody, that’s 
whom. Not even 
Vernon Mop, the 
reasonably famous 
clairvoyant wire 
coathanger 
salesman of 
Palmeston. But a 
vital part they 
played indeed. 


Jackie Ryan 

The Cartridge Family 
were camping out, in 
order to get closer to 
each other and nature 
(or something). “More 
marshmallows?” 
asked Jackie. “Yes 
please,” said everyone 
except Duncan. 

“Brrrm,” said Dune, 
who was playing with 
a toy Peugeot 405 
(with ICD). Suddenly 
Jackie disappeared, 
replaced instantly by 
an older Jackie in 
futuristic combat gear 
and carrying a big . ■ ^ 
gun. “I’m from the 
future, and I’ve come ^ 
back to save the ^ 

world. Where’s ; 

Duncan?” she gasped.’^'^ 
Duncan put up his 
hand and waved. 

Jackie shot him. Both 
of them disappeared. 
The toy Peugeot 405 ■; ^ 
(with ICD) rolled into a 
small depression. 




Trenton Webb 

“Blimey,” said Trentoni'i: 
accidentally knocking - 
the marshmallows to 
the ground. Suddenly 
he disappeared, only to ' 
be instantly replaced % ' 
by a robotic Trenton 
carrying an even bigger - 
gun. “Do not move,” 
said the robotic Trent 
in a funny voice. “You ^ 
are all prisoners of the 
Trentinator Empire. ^ 
Any attempt at 
resistance will result In' 
your instant 
expunction. Come with 
me.” A glowing gate 
shimmered into 
existence beside him. 
Bemused, and not a 
little worried by now, 
the others were forced 
through at gunpoint. 
They reappeared in a 
vast metal city, filled 
with robots that looked 
exactly like Trenton. 

But where was the 
real Trent? 


V_y 


r 1 

Andy Butcher 

“I think I know what’s 
going on,” whispered 
Andy as the Cart Fam 
was bundled along a 
spindly walkway. “It 
looks as if Trent has 
somehow become the 
supreme force in the 
galaxy, and is wiping 
out all organic life.” 
Sure enough, the 
walkway led to a 
horribly big drop into a 
gigantic furnace. The 
Cart Family started to 
get a bit scared. Andy 
was unconcerned. 

I “Luckily, an exactly 



similar event occurs in 
Part 3 of the Robocop 
Vs Terminator comic. 

I’ll just see how they 
escape.” He hurriedly 
flicked through to the 
cliffhanger ending. 
“Blimey,” he muttered. 
“It’s the cliffhanger 
ending. We’ll have 
to wait’til the next i 



“I think I can guess, 
Actually,” commented 
Riek-as he swayed 
< gently on the very end 
.-of the walkway. “Don’t 
worry, everybody. I’ll 
think of something,” 
he added as the Cart 
Family quietly edged 
away. The Trentinator 
prodded him with his 
gun. “Er,” said Rick, 
thinking desperately. 
Suddenly he 
disappeared, to be 
replaced by a robotic- 
looking Rick wearing 
blue lipstick. Before 
the Trentinator could 
move, he blasted it to 
bits with an unfeasibly 
large gun. “I am 
Rickocop,” he 
announced to the now 
very confused Cart 
Family. “Come with me 
if you want to live. Oh 
no, hang on, that’s the 
wrong characterise!!, 
come on anyway.” 

V___ ^ 



and what they all do 

A S you’ll see when you look through 
the next bunch of super skill Game 
Zone pages (le. the reviews 
section. Ed.) the Cartridge Family 
spend the best part of their days, 
juggiing joypads furiously and paddling 
L and R buttons madly in an attempt to 
bring you, the readers, the most 
authoritative Nintendo reviews ever. 
Lesser mortais couidn’t stand the hectic 
pace at which they live life (which is 
why of course lesser mortals aren’t 
members of the Cartridge Family and 
the Cartridge Famiiy members are). But 
when they have finished playing their 
games - it’s time to sit down to give the 
games a final once over and a score. 

But how do they decide on the finished 
ratings? Read the following for a full 
explanation... 




Games scoring 90 or above 
in their overall (not at all 
average) score win a Mega 
Zone, which is a 
roundabout way of saying 
that the game is a work of near god-like 
genius, original and well executed and should 
be purchased come hell or High Wycombe. 


mmK 



Games scoring below 20 
on the other hand get a 
Zone Groan and are 
melted down to make pen 
tops for their sins. 



Import games are games that 
haven’t been officially released 
in this country yet but are 
available from the Grey 
Importers. They come from 
Japan or America . 


It’s review 
explanation time. 
And just be sure you 
concentrate, ’cos 
we’ll be asking 
questions later. 

Scores are 
broken down into 
four categories: 
Graphics, Sound, 
Addictiveness and 
Playability. In each of these categories 
the game is scored out of ten and it all 
looks a bit like a graphic equaliser. It 
does so too - we spent hours designing 
it. The Overall Score is out of 100. This 
is not an average. It’s a complete 
stand-alone, do its own thing, who- 
needs-friends-anyway? sort of score. 
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Patrick McCarthy 

“Right, that’s it,” said 
Patrick, knocking 
Rickocop’s gun out of 
his hand and elbowing 
him to the floor. 

“Nobody moves until I 
find out what’s going 
on.” Suddenly, a TV 
set popped up next to 
him. The screen 
cleared to reveal an 
older-looking Patrick, 
wearing combat gear. 
“Shut up and listen,” 
he shouted. “Jackie’s 
lost marshmallows ■ 
attained a strange I 
alien intelligence, I 
spread across the ■ 
garden and possessed 
Duncan’s toy Peugeot 
405 (with ICD). Before 
anyone knew what M 
was happening it had || 
started World War 3, ^ 
and emerged into the 
post-apocalyptic world 
as the dominant ■ 
power, crushing I 
mankind with robotic I 



killer Peugeots.” 





Rupert Sliwa 

As the Cartridge Family 
looked on in 
amazement the grainy 
video Patrick was 
replaced by a similarly 
combatty-looking 
Rupert, with a big scar 
down the side of his 
face. “We sent Trenton 
back through time to 
stop the war,” he 
explained grimly, “but 
he got sucked into the 
marshmallow’s weird 
brain-complex and it all 
happened anyway, but 
with robotic killer 
Trentinators instead. 

So Rick underwent 
emergency cybernetic 
surgery to become 
Rickocop and save you 
while Jackie came 
back to stop Duncan 
from leaving his 
Peugeot by the 
campfire. Or 
something. But it’s 
obviously all gone 
horribly wrong.” 



Jonathan Nash 

Jonathan paused, 
collecting his thoughts. 
“So you’re saying that 
Jackie was too late to 
stop Duncan, so Trent 
caused World War 3. 

But if Jack hadn’t shot 
Duncan, he would’ve 
taken the car back 
inside after the 
marshmallows were 
eaten, and none of this 
would’ve happeped. In 
fact, by attempting to 
change history, you’ve 
paradoxically caused 
the very events you 
were trying to 
prevent.” The older 
Jackie ran up. “Thank 
' the Lord you’re all 
safe,” she gasped. 

^ “Now I’ve got to travel ; ■: 
back in time to kill p - 
Duncan.” But as she I 
vanished into the time 
vortex, Jonathan poked 
her in the left eye. 

“That should do the 
' trick,” he said smugly. . 



The Cartridge Family " 
were camping out. 

“More marshmallows?” 
asked Jackie. “Yes 
please,” said everyone 
except Duncan. 

“Brrrm,” said Dune, 
who was playing with a ^ 

. toy Peugeot 405 (with t 
^ICD). Suddenly Jackie ^ 
n disappeared, replaced ^ 

instantly by an older ^ 

. Jackie in futuristic |j 

^combat gear and I 

carrying a big gun. ^ 

“Owwwwww,” she I 

cried, clapping a hand 
to her left eye. Her gun 
went off harmlessly 
and she disappeared, 

^ replaced by her 
younger self. Trent and 
Rick blinked into 
metallic versions of 
themselves and blinked 
back again. Just then 
Adam wandered in 
late, knocking the 
marshmallows to 
the ground. 


V. J 




Duncan 

MacDonald 

Duncan played with 
his toy Peugeot 405 
(with ICD). He was 
feeling hungry. Maybe 
another marshmallow 
would go down rather 
well. He looked up. 
Some marshmallows 
rolled by. They were a 
bit muddy, but still 
looked quite tasty. 
And the alternative 
was going ail the way 
to the chip shop. 
Duncan carefully put 
down his toy Peugeot 
and reached for the 
marshmallows. The 
fate of the world hung 
in the balance. “Come 
on Dune,” said the 
others. “We’re going 
to the chippy. Adam’s 
treat.” Duncan turned 
to go. Then he picked 
up the marshmallows 
and ate them ’cos 
he’s a greedy bast. 
The world was saved. 




And wrhat do llioso overall 
scores mean then? Well... 



Game Zone Mega Zone 

Only games that 
are full of play- 
ability,originality 
or near perfect 
renditions of 
classic game 
styles get awarded this coveted 
merit mark. If a game receives 
this accolade you can guarantee 
that it will be chock full of 
playability, originality or both 
and be the kind of cart you will 
come back to time and time 
again even when you’ve 
finished. A must buy. And a 
classic to boot. 




Any game receiving 80 or above, 
is an excellent, well executed 
game, stuffed with playability. 
It’s the kind of game you’re 
guaranteed to love to death if 
you like this kind of game style •* 
and probably even if you don’t. 

A mark of quality. 



Anything scoring between 70 
and 79 is a jolly good game that 
should give you a fair run for 
your money, but isn’t 
necessarily outstanding in any 
department. Probably has 
something quite strong about it 


- good graphics or a lot of 
lastability, so will give you a 
good blast of fun. Definitely 
worth a purchase if you like this 
kind of game - if not though, 
probably best to give it a miss. 



A pretty average score for a 
pretty average game that’s been 
done a thousand times before 
and has absolutely nothing new 
or outstanding to recommend it 
Only worth it if you’re a 
complete freak for this style of 
game. 



Hmm, we’re getting into the 
seriously dodgy department 


now. A score like this means 
poor gameplay, poor graphics. 
Below the belt really, being 
asked to fork out for this kind of 
game. 




un 


Oh dear, oh dear, 
oh dear. Twenty- 
nine or below 
means it’s time 
to award the 
Game Zone Zone Groan. Games 
receiving this score are either 
completely crap, completely 
unplayable or appaiingly weak in 
the ideas and execution 
department when compared to 
other games of the same or 
similar type already on the 
market. Don’t even bother. 
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Running into the bathroom in his justifiably 
famous Creature From The Black Lagoon 
crouch, Zeke splashed a little water on his face, 
towelled vigorously, put on his 3D specs, 
checked himself in the mirror and went down to 
breakfast. Julie was already there, as usual. She 
scowled at him in her normal sisterly manner and 
went on cooking her eggs. Zeke opened the 
back door to get the milk, and three zombies 
unexpectedly lurched into the kitchen. 


enhanced mechanical typewriter. Ha ha ha!” he 
added in tones of sulphur. 

"You are a genius, master,” slurped Vernon as 
thousands of dials jiggered into life. "Have a 
celebratory cup of lemon tea.” But in leaning 
across the prone reviewer, he dropped the 
teapot. It crashed down on Jonathan’s head. 

“You fool!” shrieked the Doctor, his eyebrows 
dancing. "Who knows what damage you have 
wrought on the brain!” 

The two watched in horror as the typewriter 
begun to smash characters across the page... 


iMvait iiS^tning 
figures 
ab: .uifc^nscioi^ 
acrxmso:;... 

to. 

public knew Ity tttey’d be 
very alarmed indeed... 

J onathan lay strapped to the table, colled 
wires spilling away from the metal cap 
screwed to his head and connecting 
purposefully to enormous banks of equipment 
replete with sparkly globes. Doctor G 
Reasonablymadscientist strode back and forth 
In an assured fashion as his horribly deformed 
assistant Vernon threw various switches. 
“Increase the voltage by three more points!” 
cried the Doctor. “My machine will suck the 
review of Zombies Ate My Neighbours from his 
living brain and display It on this devilishly- 


On Mars, invasion plans were being put into 
action. Factors were weighed. Decisions were 
reached. Gigantic saucers rose Into the Martian 
sky, turned 180^ with majestic grace, flew 
forwards for a few light years and then wheeled 
slightly left. They were heading for Earth. 


the story unfolds 

It was morning In Midwich. Zeke woke to the 
familiar sound of his drying poster sliding off the 
wallpaper with a disconsolate plop. Tumbling out 
of bed, he automatically licked the corners of 
The Beast With 1,000,000 Eyes poster and 
pressed it back in position. It hung there at a 
damply-edged angle, but Zeke knew that one 
day he would prove that saliva was a viable 
alternative to drawing pins when it came to 
hanging movie posters and so save enough of 
his allowance to afford that sleek Buck Rogers 
authentic space-styled water gun. 


Julie looked at the first zombie. The first zombie 
looked at Julie. Then it swayed towards her. 
Julie spilled the eggs to the floor and pounded It 
with the frying pan, knocking off Its head. As the 
second creature outflanked her In what would 



It all began that bright, July morning back in ’73. 


But Wendy did not appreciate his friendiy advice. 


Wendy’s bubble-gum habit had caused Al some aiarm. 
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Both Wendy and her strange friend Robert gave chase. 

have been a classical pincer movement had it 
not been a lucky stumble, Zeke picked up his 
dish, scattering his Beast From 20,000 Fathoms 
vitamin-fortified cereal in all directions, and 
hurled It with deadly accuracy. The third zombie 
stormed forwards, swatted Zeke aside, towered 
over him for a horrible moment and then 
wandered outside absent-mindedly. Zeke and 
Julie looked at each other, breakfast forgotten. 
This was going to be a very bad day In Midwich. 


But At, employing scouting tactics, made his escape. 

later 

Zeke strolled out of the toy shop cradling a pair 
of Buck Rogers authentic space-style water 
guns. He tossed one to Julie, sliding the other 
into his authentic Jesse James Western-style 
holster. They’d already found Mr Donovan, their 
next-door neighbour, swimming unconcernedly 
in his pool, and had bustled him to safety. 

“Obviously the same force that had created 
the zombies is mind-controlling the citizens, just 
like they did in Invaders From Mars,” explained 
Zeke. “It’s up to us to save the world,” he added 
with a manic red-and-green gleam in his eyes, 
zapping a zombie and gathering up a hypnotised 
baby. A spooky doorway popped up beside him, 
and he stepped through, followed seconds later 
by Julie, who’d stopped to pick up a sandwich. 


found himself facing 
an incredibly big mummy. Across the chamber, 
too far away, stood a hypnotised archaeologist, 
oblivious to the zombie staggering towards her. 

Suddenly Julie burst in, plunging her garden 
strimmer through the mummy’s back. The 
hulking monster exploded into clods of dusty 
bandages as Zeke dived past, manhandling the 
scientist towards a spooky doorway which 
creaked open before them. Julie covered their 
escape with a few well-placed soda bombs, 
strlmmed the surviving mummies with the casual 
cruelty of childhood, then walked through the 
door in an exaggeratedly nonchalant manner. 


much later 

Zeke dashed through the labyrinth of the 
pyramid, dangerously loud clumping footsteps 
ringing in his ears, his empty and useless 
authentic Buck Rogers space-style water gun 
bouncing against his side in its authentic Jesse 
James Western-style holster. He rounded a 
corner leading in exactly the wrong direction and 


later still 

Julie backed cautiously into the clothing 
department. A sextet of axes thudded into the 
counter before her, the fifth from left 


And determined to find Charies, his missing roommate. 
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ask an ant 
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Why is the sound in 
Zombies Ate My 
Neighbours better 
than that in Super 
Star Wars? 


Charles had fallen to shameful drinking habits. 


Al knew that, somehow, Wendy was partly responsible. 


Because there are _ 

^rr.r.^n. f. .nUw T TIL. 


decapitating a display model. She hadn’t shaken 
off the evil dolls after all. They scuttled across 
the floor towards her, chuckling in an inimitable 
fashion, skidding around the blasts from her 
water gun with practised ease. But they were 
only a diversion. The split-second roar of a 
starting motor was just enough warning, and she 
sprinted back to the escalators as the bulky t- 
shlrted maniac hacked through the wall with a 
chainsaw. Running desperately down the up 
escalator, Julie rummaged through her collection 
of weapons. Ice lollies - no good. Bubble gun - 
no good either. Fire extinguisher - empty. She 
was defenceless. The chainsaw killer charged up 
the up escalator and herded her Into a dead end. 
This was the end. But wait. Of course! As the 
killer ran forwards, Julie levelled her bazooka. - 


far later 

Zeke flattened himself against the stone wall of 
the dungeon as Julie glugged down the potion. 
Transformed into a gigantic purple creature, she 
slugged It out with Frankenstein’s Monster by 
the light of the sparking laboratory equipment. 


squeak. What an 
amazingly stupid 
question. Shut up. You peasant. 


even stater 

Night had fallen. Recovering quickly from the 
surprise of Mr and Mrs Graumowitz’s turning into 
werewolves, Julie sprang into the dining room 
and returned armed with Mrs Graumowitz’s best 
silver cutlery. Outside, Zeke stood in the middle 
of the lawn hurling soda bombs at the hovering 
Martian saucer as skittering laser blasts 
shattered garden ornaments all around him. 




in .afiotih;c;r part 
the utraiwairse 

The reviewer composed his thoughts. “There are 
three major faults with Zombies Ate My 
Neighbours” he wrote. “Most importantly, the 


game is over if the monsters get all of the 
neighbours on a level. So if there’s only one 
neighbour to save, time Is of the essence. The 
monsters are programmed to go for you rather 
than the neighbours, but if the neighbours are 
between them and you, they’ll zap the ^ 

neighbours. So on certain levels It’s entirely 
possible to lose the whole game without it really 
being your fault at all.’’ He nibbled the end of his 
pencil reflectively. “Only marginally less 
annoying is the password option. It lets you jump 
in at every fourth level, but you’ll start that level 
with no bonus weapons, and it’s possible to get 
a run of levels with hardly any extras lying 
around. So you end up taking on a major bad 
guy with little more than your water pistol. 




c- 




■ .■ T i . 




lift 

nm- 


Wendy caught up with Al again In the catacombs. 


Missing her footing, she tragically drowned In the lake. 
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Horrified, Al realised Wendy’s evil sisters were to blame. 


Thirdly, the game design favours the wrong side 
(ie, not yours). You can get stuck in bits of the 
scenery that you personally can see have large 
enough gaps to squeeze through. And with 
blowupable walls, you have to shoot at exactly 
the right tiny trigger point rather than being able 
to hit the general vicinity. Terribly annoying.” 

The reviewer sat back, pleased with his 
critique. With a loud pop, a spooky doorway 
opened beside him and Zeke and Julie ran out 
and shot him 7,000,000,000 times, because the 
truth hurts (but not quite as much as being shot 
7,000,000,000 times). 


erriiai'ce 

The same reviewer (and yet not the same) 
composed his thoughts. ‘'Zombies Ate My 
Neighbours is a fabulous game worthy of a 
Nobel Peace Prize for Really Fabulous Games. 
It’s alarmingly good. There’s just so much 
variety. Incredibly addictive. Awed human much 
love nice game.” His command of language 
collapsed, and he fell twitching to the floor. 


Noel Coward stood In his place and blew 
calculated smoke rings while conversation died 
and attention turned In his direction. 

“There is only one thing worse than playing 
Zombies Ate My Neighbours” he trilled 
plummlly, blowing another smoke ring, “and 
that’s not playing Zombies Ate My Neighbours” 
Politely reserved laughter rippled around the 
room, and a faint “You bast,” was heard from 
Oscar Wilde. Noel allowed a smile to play about 
his lips. “I’ve composed a short ditty in Zombies' 
honour,” he said, moving to a convenient piano. 

“Zombies Ate My Neighbours is a frightfully 
witty two-player game which really captures that 


At that moment he was eaten alive by soldier ants. 



Acting on a hunch, he turned and rushed to the attic. Where he was surprised to find an Egyptian pyramid. 





m 


an ant 


Can you explain 


analytical 


philosophy? ^ ^ 


Naturally. Analytical ; 
philosophy was j 

founded at the | 

beginning of the P 

20th century by \ 

Bertrand Russell, 
building on the work of 


the mathematician Gottlob Frege. It is no 
less critical of philosophical tradition and 
is based on the idea that authentic 
philosophy Is essentially the study of 
logic, that is to say of formal patterns of 
reasoning asbtracted from their 
metaphysical, ethical, epistemological or 
historical contexts. You peasant. 


electric Gauntlet atmosphere of running around 
a lot, doing stupid things, being ambushed by 
hundreds of creatures and hoarding the power- 
ups when the other player is on the verge of 
pegging out. But It beats the venerable Gauntlet 
on the grounds that it has better presentation, a 
far greater variety of monsters and punnish level 
names. The levels are constructed around a 
science-fiction or horror pic, and there’s at least 
one new monster each time. It’s the sort of game 
where you think, “Wouldn’t it be fab if the giant 
worms from Tremors were in It?” and then you 
get attacked by the giant worms from Tremors. 

“Best of all, there’s a hugely entertaining game 
to back up the funny bits. Although It doesn’t 
come to life until a second player joins In, when 
one does the addictive qualities go into orbit. 

The game’s problems these pale into 
insignficance beside the marvellous playability. 
It’s monstrously good.” 

He tinkled the ivories In a hurried fashion, 
trying to catch up with the lyrics, but it was too 
late. “That’s not Noel Coward!” growled John 
Wilkes Booth from the other end of the table. So- 


verdict 

Maaaaarvellous. 


And a gigantic baby. 



called Noel whipped off his mask, revealing the 
twisted features of Keith Chegwin, television’s 
ever-youthful presenter of Cheggers Plays Pop. 
“In me power!” he guffawed evilly. 

Suddenly, the review ended, la 


And Charies went on to be a famous opera singer. 
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<<Mario’s missing, but 
who’s missing Mario?” 
Echoed the cry 
around the office. 
Nobody’s hand went 
up, so we ianded this 
iittie gem on Josse 
Bilson. Oh you’li iove it, 
Josse, stop grumbiing 
and get on with it... 


M ove over Bob Hoskins, this is the real 

moustache, the new Mario cart. No karts, 
but plenty of opportunity for travel. Cue 
the return of that rotund plumber. But wait, 
what’s this? He’s missing? That’s fine by me, we 
don’t have to endure this tired out moustached 
misfit any longer. Game over, the end. Bye. 

but seriously 

Oh, you’re back. Maybe this is a comment on my 
current mental state, but one thing I’ve learned Is 
that every silver lining Is firmly wedged within a 
big grey stormcloud. Wouldn’t you believe it, 
Mario’s abducted, and we get the booby prize: 
His equally tedious brother Luigi, the plumber 
with the relatively understated, but still 
somewhat unattractive moustache. 

Either through a stereotypical Italian sense of 
family loyalty or perhaps because he’s just sick 
of Mario World too, Luigi undertakes a quest 
around our world ostensibly for his big bro’. 
Variety is the spice of life, after all. So here’s 
your chance to play The Green One. 



This is not how it used to be back home. I used to get beaten senseless by my 
mother when she caught me jumping on turtles, now I get paid for it. 
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Here we are in Australia. I can't find my brother, the lager's no good, and all the 
buildings look the same. Let's stand on this street corner and wait for some action. 



Information? What I would like to know is how come 
your identical twin works in Tokyo information centre. 



Oh hello there Luigi, you see I've got this dripping tap... 

You may be wondering why Mario is missing, 
and why don’t the folks just call the cops or the 
Godfather or whatever. The problem is a familiar 
one (well two actually), those arch menaces. 
Bowser and the Koopas. They’ve captured him, 
and are setting about stealing the world’s 
treasures. Its a catastrophe for sure, and its your 
task to seek them out and save the day- 

to the rescue 

So what does The Green One do in the game? 
Under your direction, Luigi travels the whole 
world accosting people on streets, who, 
apparently impervious to cultural differences, 
dress the same wherever might be resident. 
Through interrogation procedures pioneered by 
the West Midlands Serious Crime Squad (now 
disbanded), he gleans a veritable encyclopaedia 
of ‘world’ Information. This info should lead The 
Green One to The Red One’s captors, where the 
siblings should be reunited, and all the world’s 
treasures returned. 

Aware of my wanderlust, Trenton assigned me 
Mario Is Missing. I thought he was pampering to 
me, but soon realised It was a cruel joke. 
Travelling the world sounds such a thrill, I can’t 
believe how tedious this game makes It appear. 
When I challenged Trenton, this was the best 
explanation he could offer: “It’s an educational 
game. In the guise of geography lesson, the 
world outside can be painted a drab battleship 
grey and then no-one will feel inclined to go out 
and explore it, preferring to stay home at their 
consoles, and live in Mario World instead.’’ 
Thanks boss. 
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I've searched the world looking for a suitable bride, and 
when I get back to my boot shaped island, here you are. 
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Here we are back in Italy. I'm glad to see there's plenty of information centres, they're Maybe if I put a big picture of a dinosaur up in the sky, everybody will stare up at it, and 

always good for a laugh. Hey, it tells you where the turtles are. Where are my Docs? I'll be able to sneak round and pick-pocket them. Got to get the air fare somehow. 



'Any idea where they've taken Mario?' 

'No, but I could tell you some lies about this place.' 

It’s fair to say there’s a tangible structure, and 
clear goal to the game, and it’s refreshing to see 
a game map that’s recognisable as the world 
map. Direct Luigi’s mate Yoshi to your required 
destination, then explore away. Travel halfway 
round the globe, and when you arrive in a new 
city (via the traditional green tube network), 
there’s no danger of catching nasty diseases, 
and even less danger of experiencing any 
culture shock. In fact all the buildings, the 
streets, the cities look so similar, you spend 
half your time going back to the map to check 
you went the right way. The smaller maps 
pertaining to each city are very helpful, and I 
found myself constantly selecting them while 
playing. That’s where you get to see the 
famous buildings in each country - The Statue 
of Liberty, The Leaning Tower Of Piza, The 
Eiffel Tower. It’s also useful for tracking down 
those turtles... 

Like any other tourist you’ll need some help. 
Try asking passers-by where you are, and for 
little snippets about the city. Use your map again 
to find the Information kiosks. Being all staffed 
by the same woman, these are a safe-haven of 
familiarity. Another helpful tactic Is to jump on 
any turtles that cross your path. 



Some facts about New York. King Kong really existed, 
the Olympics started there. And a lion. Educational eh? 


Myself and various friends often go out for an 
afternoon’s stomping on reptiles, (Don't try it at 
home, kids. Ed.), something that we reckon 
makes for a lot of fun, but this is the first time 
I’ve ever got a sack of dollars for It. 

The people you meet aren’t as helpful as you 
might like, which is true enough to life, but If 
answering In riddles is intriguing, rhymes are 
merely indulgent. Collate enough of their asides 
and anecdotes, and you’re equipped with the 
necessary wisdom to track down Mario and his 
captors. It could be worse. If you were out there 
In the real world, you might have been mugged 
or pick-pocketed. Or worse, the natives might 
ridicule Luigi’s Italian accent. 

around the world in 
your living room 

The purpose of this cart is to have a pocket 
sized world tour, without leaving the familiarity of 
known and loved. The makers have set up a 
bank of world knowledge; the game player has 
the PIN number. This Is certainly appealing for 
some, but to do It successfully, a balance needs 
to be made between the fun of the game, and its 
educational value. This one’s just short on fun. 

Mario and Luigi have been around long 
enough for us all to know the characters, even If 
we don’t actually ever want to see them again. 
The game’s slow, predictable, sometimes 
informative, and at least occasionally Interesting. 
Come to think of it, perhaps the prospect of 
diseases, muggings and jetlag and all that Isn’t 
so appealing after all, but the dlluted-to-taste 
version of world exploration in 
Mario Is Missing still Isn’t 
attractive. It could be that 
Trent had calculated for 
this, and Is wiser than 
we’ve all given him 
credit for. But then 
again, maybe he’s 
just bluffing. M 



Look, I just found the purse on the sidewalk, and I was 
on my way to the police station to hand it in. Honest! 



Nairobi. Good food, warm climate, and far enough inland 
to be safe from the legendary great white sea monsters. 




■ Mill 


Sound 


■ I 


Addictiveness 


■ MM 


Playability 


■ MM 


OUERRLL 60 

Out: September Price: £39.99 


If you're going to San Francisco, be sure to wear some 
flowers in your hair. And look for Mario, remember 


Publisher: Mindscape 
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I t’s a platform game. It’s fast. Its terrain is 
lumpy and bumpy and has numerous loop- 
the-loops. Its central character is small and 
quick and cute. It’s chocablock full of springs 
to bounce around on and from. Ring a few 
bells? If you’ve ever played Sonic The 
Hedgehog, then it ought to. Funnily enough, 
this is also an apt and concise description of 
Speedy Gonzales on the Game Boy. 

class or crass? 

To be frank, Speedy G is a fairly blatant rip-off 
of Sonic, with a bit of Mario thrown In for good 
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measure. But In my view, this is no bad 
thing. What really matters is not the game’s 
origin, but the game itself. And, I’m pleased 
to say. Speedy Gonzales is an extremely 
classy product. It’s so super-silky-smooth as 
to be unfeasible, and it plays so well that I 
want to eat it. 

The actual gameplay is refreshingly simple. 
Speedy himself has only two moves at his 
disposal - run and jump. All that’s required is 
for him to run from left to right across the 
undulating landscape, dodging enemies, 
leaping crevasses and collecting floating 
cheesy niblets. These cheesy niblets are not, 
however, for Speedy’s own consumption. 
Instead, they’re to pay off a ransom demanded 
by the evil King Rat, who has mousenapped 
Speedy’s mates. What a dag. 

A basic element of thought is added to the 
running and jumping concoction by the fact 
that Speedy must find and reach switches 
which, once activated, will unblock the route 
between himself and the exit. These switches 
also act as re-start points, so that young Mr 
Gonzales doesn’t have to go right back to the 
beginning of a level every time that he loses a 
life. This is quite a boon, particularly as the 
positions of these points have been so well 
thought-out. 

he’s so hard 

The difficulty level has been generally well- 
judged, although some sections of the game 
are a bit of a pain in the jam doughnuts. 


Eh, Speedy - look behind you! 

of Hardness will probably find the entire game 
a little too tough, but the rest of us will delight 
at the way in which we can progress a little 
further every time that we play. The controls 
are fluid and instinctive, allowing complete 
hard-lads to zip through the levels without 
even pausing for breath. 

There are five zones to be crossed in 
Speedy Gonzales: the Ice Zone, the Mexico 
Zone, the Forest Zone, the Desert Zone and 
the Country Zone. Each of these zones (or 
‘levels’, as we in the reviewing biz call them) 
(Who’s this ‘we’? Ed.) is made up of three sub¬ 
sections, as well as a Big Boss’ lair. The levels 
are reasonably varied In gameplay and 
graphical style, and all are nicely designed. As 
the game gets to its middle and later stages, 
the similarities to Sonic tend to diminish, as It 




. I done’ theenk heez gonna make eet... 


Anyone who goes to the Nerys Hughes School develops a style of its own. 






























a world of possibilitios 


ice zone. 

Bouncy, squashy penguins and 
friction-free loop-the-loops are the 
order of the day here. It’s like Alton 
Towers in January. 

mexico zone. 

Whilst in Mexico, we get to see the 
town where Speedy grew up, and 
the street corners where he used to 
hang out as a kid. 

forest zone. 

A Zone for the ecologically-minded, 
in which the toadstools are 


unusually springy. But beware of 
lethal pigeons. 

desert zone 

When in the Desert be sure to look 
out for the movable platforms 
operated by Ancient Egyptian 
Joypads. Yes, really! 

country zone. 

Oo-arr, get orrrf my land, etc. 
Amongst the oddities on show 
here are walking Smart-bombs 
and fat fish. No really. I’m being 
serious. Honestly. 
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The dealy hamster-cheeked snake roams the roof tops. 


Speedy’s about to be ‘mothered’ by this mummy... 



What a handsome chap Speedy is. 


an attractive 
prospect 

The graphics are ‘well casual’ (a sacf mid-80s 
term for ‘great’), moving along at a fair old pace 
with the minimum of screen blur. The animation 
of Speedy is very impressive, frequently raising 
a wry smile as he leaps and bounds around the 
screen. The slapstick spirit of the cartoon is 
captured extremely well, although the locations 
aren’t quite as cartoony as they might be. 

A feature of the game which I particularly 
liked is the ability to scroll the screen down by 
simply pressing down on the control pad. This 
Is useful for those moments when you’re high 
in the sky, and would like to be able to see 
whether or not it’s safe to jump down. Features 
such as this are typical of Speedy Gonzales - 
It’s exceptionally well thought-out in almost 
every respect. Even the music is bearable, 
although the Looney Tunes theme on the title 
screen is somewhat weedy. When I tried 
playing It through my huge 300 Watt speakers, 
it still sounded like a chicken burping. 
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muchos gracias, 
amigo 

Speedy Gonzales is the nearest that the 
Game Boy will ever get to Sonic The 
Hedgehog, and it’s a corkingly good game in 
its own right. Whilst it’s not quite as fast or 
furious as Mr Hedgehog’s effort, it’s just as 
much fun to play. It’s also a tad more difficult 
than Sonic, and so should provide slightly 
longer-lasting entertainment. The only major 
criticism that I’d make is the lack of power- 
ups: a pair of Speed Boots or a 1 -Up token 
dotted around the landscape would’ve been 
more than a little useful at some points. Still, 
this shouldn’t put you off buying the game. In 
fact, nothing should (except for a lack of 
money, perhaps). 

that’s all, folks! 

This game ranks as one of the most polished 
products currently available for the Game Boy. 
The graphics are excellent and the gameplay 
superb. There’s even multi-layered parallax 


quite-fast dave 

Quite-Fast Dave is a gerbil from Woking. 
He is the current European Rodent 1.00 
metre Sprint Champion, and as such is a 
rival to Speedy Gonzales. 

Unfortunately, Quite-Fast Dave Isn’t 
the star of a Warner Bros cartoon, and so 
is unlikely to have a console game written 
about him. 


scrolling on many of the levels, and some of > 
the waterfall effects are gorgeous. Speedy ^ 
Gonzales is without a doubt my favourite ; ^ 
platform game since Tiny Toons. As they 
(almost) say on the McCains Southern Fries 
advert: I love it. H 



verdict 


Arriba, arriba! 
Eet ees good! 


mm 


Graphics 


Sound 


Addictiveness 


Playability 


Out: October Price: £24.99 
Publisher: SunSoft 
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The terrible revenge of the inner-city planning authority. 


^^Introductions,” said 
Jonathan Nash. *‘l hate 
’em.” But he wrote 
another first-class one 
nonetheless. 

H ello. You join me at a critical stage in my 
black magic ritual. (Uh-oh. Ed.) You see, 
Firehawk is such a violent game that I feel I 
need the help of a suitable historical figure to 
assist in the review. So I’m going to transform 


It is a delightful place in which to holiday. 


myself (temporarily) into Colonel Galley, the 
sociopathic Vietnam veteran, and zap myself into 
the game. Excuse me. (He returns to the chatty, 
conversational Boys’ Own Book Of Illicit 
Conjuring Activities and. In accordance with the 
instructions in Chapter Three, does something 
odd with a stuffed puffin. Smoke billows from 
authentic-style cauldron. Small explosion. 
Reviewer siphons liquid Into Calvin And Hobbes 
mug and drinks deeply. Boiling darkness 
envelops scene, clearing to reveal a different 
figure in reviewer’s place. But - oh no! - he has 
miscalculated. By foolishly not waiting to read 
Chapter Four which includes, in typical chatty 
fashion, something they forgot to put in Chapter 
Three, he’s not turned into Colonel Galley at all. 
But before anything can be done, lightning 
flashes, and reviewer is zapped into Firehawk as 
popular television magician Paul Daniels!) 


Drug dealers: Aarghh. Ow. 

Paul: Good Lord, that was fun. (He starts to 
fly around the eight-way scrolling landscape.) A- 
ha! Some more drug dealers. (He quickly puts 
paid to them with a sustained burst from the 
helicopter’s twin cannon arrangement. The drug 
dealers launch a couple of jet fighters. But Paul 
destroys their runway with a well-placed bomb, 
then picks off the remaining planes at leisure.) 
Ha ha ha. Ho ho ho. 

Green Berets: Help, help. 

(Paul hovers over the Green Berets. There’s a 
quick 3D bit where he blows down some enemy 
helicopters with guided missiles as the Green 
Berets climb up a ladder.) 

Green Berets: Phew, that was close. 

Paul: Shut up. I’m trying to sink this apparently 
harmless rowing boat. 


Rural Lafia boasts much fine swampland. 


debbie mcgee? 

Paul: Oh dear. It all seems to have gone wrong. 
I’m at the controls of this flying death machine 
and I have this irresistible desire to produce a 
playing card from someone’s nose. Oh dear. 
What should I do? 

(Some Green Berets signal from below.) 

Green Berets: Help, help. Come and rescue us 
before the evil drug barons take over the world. 
We have vital information and stuff like that. Fly 
down and lower a rope ladder. 

Paul: Well, that sounds like a good Idea to me. 
(He experimentally prods the controls.) My, this 
is a tad more complicated to fly than I at first 
thought. (Helicopter flies around in circles.) 

(Meanwhile, a group of drug dealers aim large 
ground-based guns at Paul.) 

Drug dealers: (in foreign accents) Ha ha. Die, 
bastion of respectability, while we peddle our 
wares to the schoolchildren of the world. Ha ha 
ha. (They start firing.) 

Paul: Goodness. (He accidentally touches the 
triggers. A bomb drops on the drug dealers and 
explodes, setting off a chain reaction which 
destroys the surrounding complex.) 
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to avoid offending, er, governments helpless in 
the grip of drug barons (or something). 


The super-modern Firehawk is not a 
suspiciously accurate conversion of the 100- 
year-old Speccy/CPC/C64 game Operation 
Gunship with a drug plot tacked on at all. 


the codies say 


Visit exciting new places and utterly destroy them. 


Game Zone has uncovered some worrying 
discrepancies between some events in the 
game as portrayed by the Codies, and the 
truth. In hard-hitting fashion, we fearlessly 
expose the myths of Firehawk. 


Totalling islands because they harbour drug 
barons is acceptable behaviour, because 
American military intervention is fab. 


Fisherman: No, no, don’t do it. I’m just an 
innocent fisherman. (Or am I, readers? Maybe I’m 
actually a drug dealers’ lookout. Perhaps I’ll 
suddenly start shooting.) 

Paul: Well, I think I’ll blow you up just to be on 
the safe side. (He does so.) 

Fisherman: Aieee. (Lucky I was a disguised drug 
dealer after all, eh, readers?) 

Paul: Oh, I like this. The complete lack of 
morals Is most refreshing. (He bombs several 
more parts of the island.) I know everything I fly 
over is trying to kill me, but It’s fab to be able to 
total the entire landscape in the name of 
democracy. (He finishes off the island and 
returns to his base ship.) 

Colonel-type person: Well done, Paul. You’ve 
rescued our rather crap Green Berets and 
devastated the entire island. That’ll teach those 
people to harbour drug dealers. Have a trash- 
the-lsland bonus. 

Paul: Thank you very much. Is this your card? 
Colonel-type person: Yes it is. Amazing. Now 
please proceed to the debriefing room. 

patent leather 
debriefcase 

Impressive General with large eyebrows: 

Now, Paul, tell us what you think of the game. 

A reader: What a crap link. 

Paul: Shut up. Well, General, I thoroughly 
enjoyed myself. The design is deceptively simple. 
There’s so much to do. You can fly around and 
trash the entire island then go back and pick up 
the Green Berets, or pick them up one at a time, 
destroying just enough of the place so you can 
hover In relative safety. You can strategically 
target vital bits of the landscape, like aircraft 
runways and helicopter pads and tank hangars, 
so the drug dealers are more or less helpless. 
Well, actually, they aren’t, because they’ve got 
ack-ack guns all over the place, but you know 
what I mean. It’s just so much fun. And the 3D 


The super-modern Firehawk Is a suspiciously 
accurate conversion of the 100-year-old 

The Codies are from Leamington Spa. Speccy/CPC/C64 game Operation Gunship 

with a drug plot tacked on. 


i H.1J4.1.II4-1-4.PH 

I The Lafian government Is helpless In the grip 
! of the drug barons. 





There’s no such place as Lafia. It was invented (That’s enough fearless exposes. Ed.) 



Sound 


interlude bit is rather decent as well. You have to 
time the missiles so they hit the helicopters as 
they pass through your sights, but they move 
really quickly. Just the thing to break up the 
main game. 

General: But Is it addictive? 

Paul: It’s funny you should say that, General. 

A reader: Oh, come on. 

Paul: Shut up. Yes, General, It’s incredibly 
addictive. It’s the kind of game that grows on 
you, becoming more enjoyable as you get the 
hang of the momentum-lsh controls and learn to 
prioritise your targets. 

General: Nice jargon, Paul. 

Paul: Thanks, General. And another thing - you 
can play the game carefully, advancing Inch by 
precious inch, or tear In with guns blazing and 
trusting to luck. Very exciting. 

General: Problems? 

A reader: (chanting) Link-y, link-y, link-y. 

Paul: Shut up. Just a few. General. There are 
only seven levels (but by Level Four It’s 
staggeringly difficult). The scrolling is glltchy - 
you often get a line of rubbishy and 
disorientating graphics down the side of the 
screen - and the occasional flicker is very 
annoying as you end up fighting invisible targets. 
But apart from that, Firehawk is excellent. 
General: Hurrah. 

A reader: I’m not reading any more of this. H 


verdict 


Fab, amoral, violent 
and fun. 
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Role Playing Games take 
patience, skill and 
cunning. As %/osse BHson 
isn’t particularly well 
endowed with any of 
these, we thought a 
couple of days with 
Kemco’s Lagoon might 
teach him a thing or two. 
And if not, it was bound to 
keep him quiet. 

B eatrix Potter was enchanted by her 

Cumbrian lakeland home, Shelley and the 
gang Invented the Gothic genre aside Lake 
Geneva. It seems a life beside the water is 
fulfilling and Inspiring. But arriving at the Lagoon 
environment, things ain’t so peaceful. Here, 
Lakeland has a drinking problem. 

This role playing game goes for the traditional 
feel of fantasy. Imagination and adventure 



Ah, the stuff that legends are made of. (Eh? Ed.) 


(castles, magic and the like), and adds the 
necessary ecological twist to bring the age-old 
fight of righteousness against evil kicking and 
screaming Into the ‘right on’ nineties. Lagoon is 
an adventure game where Innocent children and 
old folk are under threat from a mysterious 
pollutant. Sounds heavy stuff? Nah, it’s only as 
serious as you want it to be. That’s the beauty of 
an rpg, being in control. 

The water on which the villagers depend has 
been possessed by a muddy evil spirit, bringing 
sickness and disease to all those who partake of 
It. What illness the terrible mud carries remains 
unspecified, but it must be something so awful 
that conventional purification techniques can’t 
cope with it. An unusual problem calls for 
unconventional action. 

The water-dependant villagers need a true 
hero to search and destroy the evil forces that lie 
behind the pollution. If you haven’t guessed it, 
this is where you, the gameplayer fit in. 


can you see 
the light? 

You play Nasir, the Child of Light. Child of Light? 
Champion of Light? Whatever! He’s certainly 
Light, and he’s the only one who can save 
Lakeland. Flowing cape that changes colour as 
he upgrades his armour, floppy fringe and big 
blue eyes, Nasir cuts the image of a mystical 
western child from a Manga video. The 
Champion of Light’s been trained in 
swordsmanship and magic by the wise old sage, 
Mathias. Despite his unkempt whiskers and 
unfetching cap, which make him look a cross 
between Obi-Wan Kenobi and an American civil 
war veteran, Mathias is a surprisingly popular 
guy. Wherever you go in your hometown, Atland, 
the folks all ask how he Is. And how is he? Like 
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Char-grilled beetles, coming up... 


everybody else around Lakeland, he’s 
concerned about the famous blues guitarist. 
Muddy Waters. 

The game begins at the gateway to the town 
Atland. Follow your nose and accost anyone you 
come across. Even if they don’t actually give you 
any useful information. Its worth passing the 
time of day, because this is where people are 
friendliest. They fill you in on what the old guy 
Mathias left out. Apparently Giles (not Bradreth) 
is captive^somewhere, and they think Nasir, the 
Champion of Light Is the one to help him. Hmn, 
what’s this got to do with Muddy Waters? 

shopping city biues 

A quick nosey round town’s probably a good 
idea. What shops have we got, Woolworth’s? 

No. Boots? No. Sainsbury’s? I just love their 
onion bhajis. No, there’s no Sainsbury’s either. 

A restaurant, a weaponry and an armour shop 
are all that Atland has to offer, somehow 
reminiscent of Ashton-in-Makerfield. Alright 
them, no bhajis but let’s see what food 
they’ve got. 



^‘Back, foul blue blobby things of evil!” 


No Uzis, I suppose? Oh well. (Sigh.) 
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I say, old chap, couldn’t 
we just talk about this? 



Argghh! Three baddies at 
once, can you handle the 
stress? (Yawn.) 
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Able to leap small gaps in bridges with a single bound! 


Prepare to meet thy doom, sir knight! 


Look, get up and stop being so lazy. 


Cack restaurant, they seem to think the polluted 
water supply has made the food unpalatable. 
Thin excuse methinks, but let’s arm up and get 
on with the quest. No, the other shopkeepers 
won’t serve Nasir either. “You’re not from round 
’ere, are you lad.” Yes it is like Ashton. Visit the 
local dignitaries to solve the ‘starting off puzzle’, 
and set off to find Giles and his magical water 
purifying tablets. 

The game doesn’t call for any outrageous 
skills, so set out on your quest. Equip yourself 
with strength, experience, magic, armourments, 
and ‘items’ to further you beyond strange lands 
and foes. Got it? Brain beats brawn every time. 

i’ll be back! 

Stride out of town to a shower of good luck 
messages and longing looks from the lass in the 
blue dress (I’ll be back!), and head for the Gold 
Cave. “Gold Cave?” Asks Leslie Nielsen. “It’s not 
gold, and there’s no caves In it.” But I bet there’s 


a host of other goodies in it. And a fair 
smattering of baddies, too. If you’ve spent your 
allowance wisely, the fiends you encounter in the 
Gold Cave shouldn’t be too troublesome. If 
however, like me, you spent all your gold sov’s 
on chocolate and crisps, before you can say 
‘wherever there’s a snack gap, Twix fits’, you’ll 
end up not only dead, but also very spotty. 

So kids, learn from my mistakes. Don’t spend 
all your dosh on junk, save up and buy 
expensive weapons. 

The Gold Cave section is a menacing, 
sprawling castle. And there’s no map. Leaving 
out this fundamental paperwork is almost as 
frustrating this early as it becomes in later 
sections. Maybe Kemco presume it would be too 
easy if they gave us a map to follow, but in my 
humble opinion this omission has put the lag into 
Lagoon. Yes I know RPG purists will throw their 
heavy AD<&D rulebooks at me, but while I’m sure 
exploring miles of torchlit corridors in search of 
treasure chests and secret passages is ail well 


and good. It would be quicker, and therefore 
more fun if a mechanical sense of direction 
was built it. 

Having explored the Gold Cave to your 
satisfaction, and hopefully material gain, I don’t 
think it’s giving too much away to say that 
Samson’s lair is the key to move on. And what’s 
this? Until now, the baddies have been 
lightweight minions, ail fairly Inoffensive, but hey! 
Samson is the real beef. 

Meeting the big, bad guys like Samson can spell 
Game Over, but the good news is the Save 
option, useful for developing a lengthy sojourn 
into fantasy land, and invaluable for trying out 
different strategies when taking on the big ‘uns. 

According to the advice of your townsfolk, the 
little-trodden path to the Elven Village is a 
promising lead. Being the gullible, guileless (but 
happy) soul that I am, I followed it. Expecting the 
opposition to get a stage harder, and the 
rewards suitably more tempting, thankfully the 
progression is well enough balanced to keep you 



Child of Light, Nastrl (Rapturous 
applause.) And in the red corner, 
all manner of foul demons and 
insects, twice Ms size. (Bool Oet 
off you rotters.) 


A bout over three rounds, to be 
decided by fall, submission, or 
apparently random interjection 
by the referee. In the blue 
corner, funny Manga kid and 
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The captivating 
conversational skills of a 
typical Atlan resident. 


Yes, but what exactly is 
a moveable mantle, and 
how does It work? Eh? 



Thani< v^ou. Mend 
this Movacle 
Mantle to ouk 
friends caught In 
Phlllpo Caotlo. 
Then they can come 
back to t'-c 
village. 







Such pretty scenery. (Yawn.) 



And this guy’s human? Yeah, right. 




interested. Although he occasionally loses and 
regains magic and physical abilities (such as his 
rather natty floating long jumps), Nasir’s 
appearance remains constant, and he doesn’t 
suddenly start doing things unannounced, so the 
player always knows who, what and where they 
are. Ah yes, RPG, don’t you just love being in 
control? A queue of ex-celebrities roll in and 
click their fingers, setting their thumbs on fire in 
the process. 

elven hoards 

The Elven Fields Is a treacherous stepping 
stone to the Elven Village. Bring a can of DDT, 
there’s dangerous beetles and giant flies who 
make life hard. Not only that, they’re utterly 
disgusting, and if you’re at all clever, you’ll have 
got yourself a magic fireball, as this zaps them 
quicker than the standard short sword, and gets 
their ugly insect jowls off the screen. Quickly 
onward. Please! 

Elves Village is a more attractive proposition 
altogether. Back to relative civilisation with 
houses (of a sort), people (of a sort) and all sorts 
(of a sort). (Enough. Ed.) At least with the Elves 
Nasir can enter into more elaborate dialogue 
than the dialogue of the sword (or the fireball.) 
(Stop putting these silly asides in brackets will 
you, that’s my job. Ed.) It’s a strange thing, but I 



Shaves as close as a blade, or your money back... 


haven’t seen Giles yet. More suitable riddles, 
battles and hunting, and the path onwards 
becomes clear. 

As long as you’ve read the handbook properly, 
the game’s pleasantly easy to play. Icons and 
menus for inventory and information are 
straightforward, but you’ll just need to 
experiment with certain items to learn their use. 
Puzzles are logical rather than arbitrary. Collision 
graphics are somewhat hit and miss, and this 
can be frustrating, especially in the few 
instances where close combat is called for. 

It seems that meeting up with Thor is a good 
Idea, she’s the Elven girl you may remember 
from the title sequence. More suitable name for 
a god than a girly, we thought, but she’s an 
Invaluable aid. Even though you might be 
tempted to leave her behind when she’s hanging 
around, remember teamwork can pay off. 

A spot of bridge jumping and tablet hunting 
and make your way to the distant, foreboding 
castle. If you can work out how to get in, you’re 
doing well, and a new festival of corridor 
roaming begins. The guards are very Ze/da, and 
Beetle-Warrior henchmen may look mean, but 
the bigger they come, the harder they fall. You’ll 
have been requested to rescue the poor folks 
held captive In Philip’s castle, but where could 
they be? The dungeons? And who’s this Philip 
geezer anyway? Ah, you’ll have to play the game 
to find out. 

good wine 

Role Playing Games, like good wine, get better 
the longer you have them hanging around. 
There’s plenty of scope for gaining and using 
magic spells, experience, armour and 
armourments, and a veritable plethora of lands 
to roam. Find out what a Movable Mantle might 
be, how best to move it, where to and why. I 
won’t spoil the ending for you, but leave you with 
the promise that the inhabitants of Atland are 
grateful if you relieve them from paying 50p per 
bottle for their Perrier. 


It’s not the best RPG for your SNES, if only 
because your character doesn’t have quite so 
much freedom as in others, but it’s a massive 
game, and it keeps you thinking all the time If 
you want to make progress. If you’re not in the 
mood for thinking, then save, switch off and go 
play a beat ’em-up. Lagoon’s not bad by any 
means. It’s certainly a big and addictive fantasy 
adventure. 


verdict 

One to stay up late with. 
Occasionally 
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The Flying Action Game To Thrill Your 




It's fast, it's furious, 
it's frantic 
and it features: 

• Instant Action. Jump in 
and go! 

• Full 3-D dogfighting from a 
real Strike Eagle in-cockpit 
perspective 

• Missions that just get 
tougher and tougher with a 
huge number of targets 

• Arcade style top-down view 
of ground attack combat 
and dramatic missile strikes 

• Bonus weapons and special 
targets for Ace fighter jocks 

• Two player mode for when 
the action gets too hot to 
handle 

• Satellite-map mode navig¬ 
ation, 256 colour graphics 
and digitized speech 




ill 




Super Strike Eagle It’s SNES at its best 


^^OPRQSE 
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© Personal > Details of any football teams 

currently looking for a manager. Hmm. Maybe 
this person is some sort of football manager? 


Al|l Kevin Keegan - What sort of person would have 
a Kevin Keegan occupying a prime position in 
their office? A hairdresser? A ’70s revivalist? 


® Scout - Who would want a football scout they 
could send out looking for players to buy. A 
very persistent collector, maybe? 


® Coach - And what sort of person would want a 
soccer coach to train the squad of footballers 
he or she had amassed? Someone who wanted to 
keep them as fit as possible? 


Panel, it’s over to you... 


Let’s take a look at the 
evidence, shall we...? 


Fixtures - A fixture list. Someone who likes to 
plan ahead, maybe? - 


O Design Kit - What sort of person would want to 
be able to change the colours of a football 
team’s home and away kits at will? A fashion 
designer, perhaps? That bloke in the Ariel Colour 
advert, perhaps? 

© Squad - And who would want the complete 
details of a football squad on their wall, 
including a guide to each player’»ibiiity in different 
aspects of the game (passing, shooting, etc), goals 
scored, fitness, hair color, and much more? Hmm... 

Records - This person certainly seems to 
be unnaturally interested in this particular 
football club. Their office includes detailssf all the 
club records (attendances, goalscorers, etc). An 
ardent fan, perhaps? 


Physio - This first aid box contains information 
on any players currently injured. 

© Bank - The football club’s financial records. 

Who would have access to information like 
that? A bank manager? A computer hacker? Various 
government agencies? 

© Transfers - A telephone line that puts you in 
touch with aii the players in the league 
currently transfer listed. This person is clearly 
interested in buying footballers. A collector, perhaps? 

Team messages - Who would want to give 
money (bonuses) to footballers. A reporter from 
the News of the World? A betting fraudster? 


Oooh, look, it’s a Spitting Image puppet. 



And what are all those kids dolls doing? 








And Rovers score! If only it were true. 



But you don’t play anymore Kev’ you're a suit now. 


Adam Raters studied for 
a degree in footbaii (yes, 
reaiiy). Which means he 
is actuaiiy genuineiy weii 
quaiified to review Kevin 
Keegan’s Player 
Manager. We don’t have 
to invent some tenuous 
justification iike we 
usuaiiy do. Hurrah! 
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Where’s the ball? Where’s the ball? 


K ick Off. Okay on the Amiga and Master 
System, but terrible on pretty much 
everything else. Including the SNES. 
Especially the SNES. When God was giving out 
playability, SNES Kick 0/f forgot to queue up. 

There are however two ways to look at Kevin 
Keegan’s Player Manager, this heady 
combination of Kick Off arcade ‘action’ (the 
‘Player’ part) and statistics management inaction 
(the ‘Manager’ part). You could see It as a pretty 
poor football arcade game with a management 
game spread thinly on top to try and give It more 
long term appeal. If you look at KKPM like that, 
you’d have to say it was sadder than a flattened 
pigeon. On the other hand, you could ignore the 
‘Player’ element and just look at KKPM as a 
footle management game with unpredictable 
match highlights. Seen this way Keegan is, dare 
I say It, really quite good. 


warning 

You do have to be a fan of management games 
to come to this conclusion. If It’s the arcade 
element that would really attract you to Kevin, 
stay well away. Buy Super Soccer or wait for 
Sensible Soccer. But if you’re Into the ‘boring’ 
art of footle management, here’s the SP... 


the sp 


footie games we’d like to see 

There are loads of football games out there, 
but most of them are pretty much the same, 
featuring glamour teams, star players and big 
games. There’s more to football than this. 
Here are some genuinely realistic games that 
the Game Zone staff challenge our favourite 
software houses to produce... 


tv soccer pundit 

Make your choice from a selection of top 
soccer pundits, including old favourites such 
as Jimmy ‘Greavsie’ Greaves, Mick ‘In the 
Box’ Channon, Emiyn ‘Squeaky’ Hughes and 
Jimmy ‘Unimpressed by anything that has 
happened since 1953’ Hill. You are shown a 
few minutes of football action and then have 
to select from a menu whatever comments 
and sayings you feel are least appropriate. 
You have nothing to say and three hours in 
which to say it. (Includes bonus beat ’em-up 
game when Jimmy Hill and Terry Venables 
are selected in two player mode.) 


the whole picture of British league football. 
How about a game based on the plucky 
Seagulls or some other lower league squad? 
You start off three million pounds in debt, 
unable to buy any new players or indeed pay 
the wages of the ones you’ve already got. 
Every few months you have to go to court to 
defend yourself against a winding-up order 
from the Inland Revenue. The ultimate aim of 
the game Is to persuade a supermarket chain 
to buy your ground. British soccer as It really 
is. 


brighten and hove albion 

We’ve had enough of all these games based 
on Liverpool and Manchester United, with ail 
their multi-million pound players and 
European Cup games. These don’t present 


football caterer 

Can you feed a crowd of 20,000 using only a 
tub of hot water, some mud and a Labrador? 
Can you fill cups with ‘Bovrll’ (hot water and 
mud) before the polystyrene melts? How 
many ‘meat pies’ can you make before you 
run out of Labrador and have to start 
Improvising with cardboard? It’s a game of 
real tactical skill. Don’t worry about the 
financial side, though - you can charge what 
you like. 


gazza’s dinner party 

(Cough. Game Zone Lawyers.) 

Er... Gazza has a perfectly normal meal and 
then goes for a walk. Or something. 





A classic pincer movement it can’t fail. 


Keegan contains 26 different set-ups (lettered A- 
Z). Each one presents you with a different 
starting squad, and consequently a different 
style of game. Set-up R, for Instance, presents 
you with a squad full of star players and certain 
success. Set-up B presents a bunch of no- 
hopers and a struggle to get off the bottom of 
the table. For a real challenge, try set-up D and 
see how easy it is to build a well-balanced team 
from a squad consisting entirely of midfielders. 

There are three problems normally associated 
with soccer management games, and Keegan 
manages to beat off ail three. 

O The transfer market is too basic, unrealistic 
and hard to buy players from. 

KKPM offers a fantastic transfer market, 
where you actually get Into bidding wars with 
other teams. And if you’re prepared to pay the 
full asking price, it’s easy to pick up players in a 
hurry. The scouts can even hunt out unsettled 
players not transfer-listed. Excellent. 



On days off enjoy frolicking in the park with the team. 


O The training section is too complicated, with 
detailed training for Individual players. 

KKPM offers a really simple training facility, 
where you can simply opt to put the whole team 
through strenuous, light or no training. 

O The game is too easy or too difficult. 

The set-up option allows KKPM players to 
make the game as tricky or as simple as they 
see fit, based on the class of the players you 
start out with. But it’s never a complete walk¬ 
over or nightmare. 

the summary 

Keegan is what you make of It. If you want to 
keep things simple, you can ignore most of the 
options and just play it as an enjoyable but basic 
management sim. If you want to get really keen, 
there are so many options available it can get 
really deep (the choice of eight different team 



You’ll never score for England, you’ll... (repeat to fade) 


formations is one example). For the sort of 
sad, spotty, unloved nerds (like me) who like 
footie management sims, Kevin 
Keegan’s Player Manager is an 
enjoyable little game. Just ignore 
the ‘Player’ element, okay? H 


verdict 





It’s a game of two 
thirds, Brian 
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game boy 




how to play pinball 


-step 


one 


Being good at 
pinball is 

definitely the sign 
of a mis-spent 
youth. Just in 
case you missed 
out on that and 
were boring and 
good as a kid, 
here’s a brief 
guide on how to 
mis-spend your 
adult life instead. 


Bonus mulitpiier. The 
lighted number shows 
the current factor of 
mulitplication. 


The lighted lane shows 
which alleys have been 
activated. Light them all 
for a bonus mulitpiier. 


Whack the ball up here 
for a Launch. The points 
varies but watch out, 
the ball’s ejected fast. 


Boosters. Run the ball 
along this cushion for a 
bonus at the end of that 
particular ball. 


Light all three of these 
to illuminate one letter 
of IGNITION. Do that and 
it’s score central. 


The word IGNITION. Like 
all Dreams tables this is 
a major source of bonus 
points and test of skill. 


Your flippers. For those 
of who don’t know what 
these are, they flip 
things, like the ball. 


Bounce pin. When 
the ball goes down 
the middle, stand 
calmly and let the ball 
bounce off of it and 
back into play. 



Trenton 
Webb is 
going to use 
the word 
<baiis’ in his 
review of 
Rinball Dreams. Let’s be 
mature about this, so I 
don’t want any 
sniggering. Especiaiiy 
from you there, in Essex. 
Yes, you Mr Russeil. 

^ game of chance or a game of skill? If you 
gS see pinball as a game for the lucky, then 
^Ifetum the page, go away, you’re not going to 
like what I’m going to say next. If, perchance 
you’re one of those enlightened individuals who 
appreciate the Intricacies involved in pinball, 
then it’s Cheshire cat time. 


curie, us? 

I used to hate physics as a sprog. We had this 
weird teacher who used to get all excited about 
Radium, so I didn’t listen when he was wibbling 
on about Newtonian motion. I wish I had. Pinball 
Dreams looks like It has the action/reaction bit in 
the bag. The bounce is predictable, the flippers 
absorb a convincing amount of speed and the 
ball seems to have ‘weight’. I don’t know how, I 
don’t know why. It just does, okay? 

Let’s get the dull stuff out of the way first. 
Pinball Dreams is a pinball simulation that 
features three tables (Ignition, Steel Wheel and 
Graveyard). There, that wasn’t too painful was it? 
Now for the foamy mouthed bit. 

Pinball Dreams has a beautifully flexible 
games system. It’s fast, It’s fun, it the kind of 
game where you challenge yourself, test yourself 
and learn. Pinball Dreams is just dead good. It’s 
got powerful addictive hooks and It’s altogether 
very, very, good. 



Always watch the lights for bonus signals. 
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Ignore the ‘pins’ the scores really aren’t worth the effort. 


three times table 

The tables in Dreams are unspectacular but 
realistic, the kind of table you find hidden away 
in the corner of biker pubs (so I’m told) with 
ridiculous high-scores under the name MAD on 
them. These machines have escaped a fatal 
beating (you try stealing a quid off of a Hell’s 
Angel and getting away with it) because they’re 
playable. You can manipulate the scoring 
system, you can engineer beneficial bonuses 
and most of all you can play It. The more time 
spent watching the ball bounce, the peg 
sequences and the value of bonuses, the 
better your score. 

Dreams manages to capture this spirit. Not the 
spirit of being beaten senseless by a gang of 
Neanderthal motorcycle enthusiasts, but the 
spirit of playability that ail the great tables have. 

Pinball Is a game of chance, but you 
determine the level of risk. You can blast for the 
flashy bonuses and take the chance of losing 
ever^hing or slowly chip away at the pins slowly 
creating a ‘points rich environment’. Balls can be 
caught on the flipper for carefully judged lobs or 
played instinctively at speed. A good table 
should disguise Its risks, kidding you Into playing 
for the big money then dumping you out. And 
while you may be playing Dreams In the comfort 
of your own home, and not a smokey, grotty, 
biker pub at all, the swearing level soon 
escalates to an almost Indistinguishable level - 
because you want to win. 



steel Wheel. A tough table, but kind of fun. 



tomb for a story 


Once more the bold 
pinballer strode up the 
table. Having cruelly 
ridiculed his friends for 
scoring under 10 million 
he was worried. 
Graveyard was a 
nightmare table. 
Gapping outlanes and 
horribly vicious corners 
were everywhere. Ball 
one went horribly wrong 
and careered down the 
middle. Ball two fared 
little better, neatly 
lobbing itself into the 
right hand outlane. It all 
rested on ball three. 

Which was shame. 

The moral of this tale? 
If you’re getting beaten, 
cheat and turn your 
Game Boy off. 


let’s play ball 

Pinball Dreams worms Its way Into your 
consciousness. At first it doesn’t dig Its hooks 
In too hard. You can take It or leave it, play it if 
you feel like It. Then, after a few games you 
notice that a hitting one peg, at a certain time, 
lights a letter or triggers a bonus. For the next 
few balls you can’t help but aim for it, despite 
repeated failure. 

In the short term Pinball Dreams will ruin your 
life. You begin to find all kinds of ridiculous 
excuses to play just one more game. “I’m just 
waiting for the kettle to boll”, “just one quick 
game while the adverts are on”, “just one quick 
game while the adverts are off” and it helps you 
to explain the strange bleeping noises 
emanating from the smallest room in the house. 

It can only be described as a vital part of a male 
dogs anatomy. 

If you don’t like pinball, or aren’t willing to 
accept that it is an enjoyable and highly skilful 
game, then you’d hate Pinball Dreams. But If 
that’s the case, then why have you bothered to 
read this far into the review? Go on, be off with 
you. Luddite. 

There are problems, but these fade so fast, 
they’re history before they even appear. At It’s 
very fastest, the ball does blur slightly as it 
scrolls up the table. On top of this the big 
problem Is that you want more - but that’s 
because the game’s good. You want to see more 
because the three here are fun to play. And 
greed, at least in this case, can only be good, d 
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what's going on here, then? 


It’s you. Or rather, 
it’s Garfield. Well, 
it’s supposed to be 
Garfield, anyway. 
(Sigh. Ed.) 


This ere meter 
indicates how 
many more Magic 
Stars must be 
found before 
Garfy can head 
for the exit. 


Cats, ladders, cannons and witches. Hurrah! I think? 


[^f 260 1'^^ it. 

r # ^01 


A heart is 
lost whenever 
Garf touches 
something nasty. 


I ’ve never been able to understand the 
enduring appeal of Garfield. Why Is It that 
people are willing to spend so much money 
on buying effigies of the young scamp? After 
all, Alan TItchmarsh Is a far greater talent, but 
you don’t find small cuddly Alans stuck to the 
inside of car windows. To make matters worse, 
Garfield is now the star of his own console 
game, whereas poor old Alan has yet to 
progress from daytime TV and margarine 
adverts. (What a shame. Ed.) 

and what of the 
game? 

The cartoon-strip antics of Garfield are perfect 
arcade-adventure fodder. It therefore comes 
as something of a surprise that Garfield on the 
Game Boy is a puzzler In which the lovable 
pussy must negotiate a series of maze-like 
levels using his pneumatic drill. The reason for 
this is simple - Garfield Is not a new game. In 
fact. It’s a conversion of a fairly ancient game, 


These are the items that 
Garfield is holding in his 
furry pockets. 


Time is of the 

essence, 

apparently. 


Most cats have nine lives, 
but Garfield only has 
three. Shame. 


repackaged and renamed in an attempt to trick 
all us gullible Game Boy-owning punters. 
Garfield Is actually the rather rudely-titled PP 
Hammer And His Pneumatic Weapon, which 

, first appeared on the home computers in 1991. 

story time 

Garfield and Odie were playing down at the 
local ruins, when young Garf unfortunately fell 
into a hole. He landed in a vast labyrinth, split 
Into 70 separate levels, which must ail be 
traversed If he’s to see daylight again. 

Each level Is a mazey, platformey affair, 
which can only be completed when Garfield 
has collected a specified number of Magic 
Stars and then made his way using keys and 
warp-zones to the exit gate. Some of these 
stars would be inaccessible to yer average 
moggy, but fortunately Garfield can call upon 
his pneumatic drill at any time. This is where 
the game’s tactics come in - which bricks 

rfield 


must Garfy destroy In order to reach those 
tricky stars? Matters are made trickier still by 
the fact that destroyed bricks will re-form after 
a while, blocking Garf’s path. 

fab or not? 

The game Itself Is reasonably good fun, if a 
little too slow and guess-orientated for my 
liking. But as a Garfield licence, it’s not so hot. 
The Garfield sprite is laughably moronic- 
looking, capturing none of the droll humour of 
the cartoon. The fact that Garfy carries a 
pneumatic drill around with him Is also a mite, 
erm... out of character. If you’re out for a fairly 
decent platorm-puzzler then this 
game Is worth a bash, but if 
you long to be Garfield, then 
forget it. M 


verdict 

Not bad, but it’s about 
as relevant to Garfield as a 
pair of Y-fronts. 


Graphics 





Playability 


Addictiveness 


Sound 


I Out: September Price: £24.99 
I Publisher: Kemco 
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A cat on a hot tin fire, or something like that anyway. 


And that’s for your Express column you unfunny fool. 
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“When I 
hear anyone 
talk of cute 
platformers, 
I reach 
for my 
revolver.” 
Herman 
Goering*. 
Okay, so it’s not much of 
an intro but it’s a neat 
quasi-satiricai jibe that 
poignantiy underiines 
Trenton Webb’s usuai 
fascistic abhorrence of 
games iike Out To Lunch. 


In a few seconds we’ll be able to use our egg-head gag. 

night of the long 
knives 

So there you are when the preview copy gets 
demonstrated in the office and they tell you that 
the basic premise of the game is that this chef’s 
food has escaped and he must re-capture it. And 
they go on to say that this involves chasing 
animated bits of food around the world, level by 
level, trapping the food with his little net. And 
you think, “you cute bast. I’ll have ’e my son.” 

So you sound all enthusiastic and volunteer 
for the review, and all the time you’re polishing 
your kicking boots, getting them ready. Ready 
for the day the review copy arrives and then you 
can teach the blighter good and proper. “Cute 
little games, coming over here, living in our 
Super NIntendos, filling up our charts. Who do 
they think they are, eh?” 

bile be back 

The bile rises as the titles skip into jaunty tunes 
and menu style options. Menu, he, bleedin’ he, a 


The side-spring, neat looking but useless. 


M akes you want to puke doesn’t It? A huge, 
multinational mega-corp in Japan goes to 
ail that trouble to invent a cutting edge 16 
bit console with custom hardware. Mode 7, 
scaling chips, 256 colours on screen, etc and 
then all the software houses can churn out for it 
are cutesy platformers. Pah! 

And do you know what’s worse, do you know 
what irritates me even more? The fact that 
although ail these games seem to follow the 
same basic rules that were established by the 
likes of Donkey Kong, Manic Miner, Jet Set Willy 
and the original Mario back In the Stone Age, 
and although they all have to have the kind of 
music that made shopping in supermarkets so 
much fun, they keep on being good. 
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Will Botulism botch his attack? Tune in next month... 






































































suicide spud - King Edward is back and this time 
he’s mad. Please note the delightful mop top haircut 
and look of sheer lunacy. Avoid it or crush into mulch. 



bubble thing - known as a bubble thing because it’s 
a bubble with arms that doesn’t look like anything, 
hence bubble thing. God, I frighten myself at times. 


snes review 



killer tomato - San Zucchini’s finest are back. 
Make sure that they don’t ketchup with you. These 
food gags just keep on coming. 



whirlwind - Tricky blighter Johnny pineapple. 
Especially when he goes into spinny spikey mode. 
Can’t even jump on the little devil. Pah. 




ie chef noir - The ultimate bad guy. The nastiest of 
the nasty, he comes and let your food out of its cage. 
Kill ’im, Le pain, I don’t kill you I don’t want to. Sorry. 


food gag. Then you forcibly restrain lunch as the 
cartoon sequence shows the compressed chef 
getting ‘bonked’ on the head by ail the escaping 
food. Ho, ho. “Make way, I can barely contain 
myself” you yell as you head for the bathroom. 
It’s just what you expected, another fiendish 
attempt to pollute our gameplay heritage. 

On return, the fury continues to mount. You 
pick up the joypad and the little chef scoots 
merrily about screen. Damn, he’s completely 
controllable. Different joypad pressures sending 
him jumping higher, he can be made to sprint 
and even directed whilst jumping. More 
annoyingly, when the chef picks up an extra 
‘weapon’ - flour bags for example - all four 
buttons end up being used. Grrr. Don’t you just 
hate it when that happens. 


There’s little solace to be gained from the game 
structure either as that too Is annoyingly sound. 
Somewhere on the level Is a cage. The chef must 
capture a set number of pieces of food with his 
little net and return them to the cage before the 
time limit expires. Any contact with a piece of 
food, or excessive contact with scenery, robs 
him of any grub he’s already caught but not 
returned yet. The twists on this chase and catch 
scenario being that the chef can gain ‘weapons’ 
like spoons, bags of flour and Tabasco sauce, 
the food can be poisoned by Salmonella and the 
fiendish Chef Noir occasionally attempts to free 
food from your cage. Simple but solid. Bah. 

The blasted thing even plays well. You have to 
sneak up on the food or It runs away. When the 
food gets poisoned it turns into an aggressive 


slobbering mess that chases you. Even the jump 
heights are precisely judged, adding that 
joypad-leaning element to the proceedings 
where the chef Is encouraged across a gap by 
furiously waving both pad and arms in the air. 


tough or just 
undercooked? 

Then after a few hours of play, you think that 
you’ve found the flaw. Toughness. “Yes that’s it” 
you think. “You’re banged to rights my son. 
Hands off Frank he’s mine. So you think you’re 
tough eh?” Lunch at first appears to be a hard 
game. A game so ’ard it would a poke a blind 
puppy In the eye with a sharp stick really hard. 



Tricky blighter Johnny food. He tends to sneak away, so you have to lay in wait. 


It must be springtime. 
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or how to 
escape the 
clutches of the 
munch bunch 
and regain 
your missing 
vegetables... 


1) first get your flour. All good plans have flour. The 
charge of the Light used flour, Operation Overlord used 
flour, even the Great Train Robbers at one time 
considered using self-raising as a disguise. 


2) Nets are next. If you want to get ahead get a net > as 
the old saying goes. Useful for ail sorts of things, nets 
work particularly well when it comes to catching things. 


If only I’d bought my bucket and spade. 


After a hard days cooking, I like to exit via the door that appears in mid-air. 


4 

j 

i 


and then laugh. Lunch stops you cold the first 
few times you ‘have a go because you think 
you’re hard enough’. Then, just as the frustration 
starts to mount, just at you’re about to rip your 
console from the wall, you make one of those 
annoying breakthroughs that to make the last 
three hours effort seem worth it. More’s the pity. 

When all else fails, the last resort of any self- 
respecting games Nazi has to be to question the 
parentage. There’s a cosy familiarity about Out 
To Lunch. It may seem a little unfair to list these 
similarities here, but then life’s cruel. The food 
has a smatterings of Pacman in their personality 
and Rainbow Islands with their tracking 
intelligence. The close range killing and the 
mazey structure remind you of Rodland. The 


character’s momentum and the simplistic skies 
reveal elements of Mario, while the plot is 
strangely similar to Cookie on the Spectrum. And 
unfair as I try to be, it has to be admitted that 
they were ail good games. Damn. 

Then at last, the real chink in the cute armour 
appears. Suddenly the entire gameophobic 
diatribe Is worth it. Out To Lunch isn’t perfect. 
You’ve found the flaw. Passwords and the fact 
that there aren’t any. Gotcha. It’s all well and 
good to have a tough game; but you’ve got to 
give the good players a break, you’ve got to 
reward them with a little something more than 
the first level when they die. You’ve got to give 
them a chance to beat the later worlds with a 
decent number of lives. And even If the elite can 


cope with the relative toughness, what about us 
average or crap folk? My (sorry, I meant their) 
money is just as good. 

okay i’ll admit it 

Out To Lunch is naturally a test and the kind of 
challenge you can’t refuse. So why the cute 
trappings is what I want to know? It’s strong 
enough to stand on its own two feet without the 
cute crutch. And while I’m whinge mode, what 
do Mindscape think they’re playing at? Now I’ve 
nothing against visual puns In a game, but 
they’re not supposed to be funny! Some of Out 
To Lunch’s actually made me laugh. Bast’s. 
What do they think they’re playing at? 





































































3) Now toss the flour at your target, stunning it and 
rendering it unable to move. Note the ‘cute’ cartoon stars 
around the swiss cheese’s head to indicate a current state 
of incapacitation. 


4) Move in for the kill. Lift that net arm high , —r ing at your 
target and remember to follow through. That’s the way to 
do it - as Mr Punch is prone to say. 


5) Then bust the blighter. Lock the little swim ^my and 
throw away the key. Teach thaom lesson they won’t 
forget Harder prison sentences, that’s what we viaart. 


He suffers from the same problem as that nice Dragon Clifford on the TV. 



Andy Butcher used to be ‘ceramic technician’ you know. 



The fruit and foodstuffs are funny(ish) as they 
waddle around the screen. The weapons and 
devices left lying around are amusing too, but 
are not really up belly-laugh standards. What Is 
funny Is the way that the ‘evil’ food attacks the 
little chef. Botulism actively hunts your man 
down and then traps him In a horrible purple 
bubble, eventually killing him. Now this is a 
laugh, almost worth playing the game for on Its 
own. So it’s not the point, but it made me happy 
to see a cute kid suffer and die. Vengeance. 

Then of course there’s what happens to the 
food if it becomes Infected. The whole scene 
changes then as potatoes become ‘Spuds- 
U-Don’t-Like’ and killer tomatoes are spawned. 
Suddenly the whole game changes from one of 
catch (ketchup anyone?) to survival. 



A transporter just like that nice TV show Star Trek. 


Fair enough, I admit It, Out To Lunch Is good. It’s 
not an essential game but it’s the sort that you 
can just pick up, play and get Into really fast. In 
seconds all the cute trappings cease to matter, 
the jokey animations mean little and it becomes 
a question of catching that food, beating Chef 
Noir to the punch and beating the clock and 
finding the door out of the level. 

For all its cartoon trappings, for ail the 
humourous touches, Out To Lunch relies first 
and foremost on playability to win friends, just 
the way a game should. It’s a little on the tough 
side, but well enough designed to slowly reveal 
that the seemingly impossible bit you’re facing 
at present you’ll soon be beating easily. God I 
hate games like this. You end up playing them 
for hours, and then when your mates pop round 
you have to suddenly justify why you’re playing a 


kiddie game. For my sake couldn’t they have 
done It with robots? H 

*Trenton Webb would like to point out that although 
this review starts with a quote from a famous fascist he 
in no way condones, sanctions or 

practices any extreme ideologies. More 
importantly he’s not a Nazi. (Wanna 
bet? The Game Zone team.) 



verdict 

Dont’cha just hate it when 
a game’s this good? 




oossso 
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The very, very hard bit. The incredibly tough bit in fact. 
















































With his ceiebrated 
sympathy for the devil, 
we thought Josse 
BUson would be the 
ideal man to review the 
Game Boy’s Tax-mania. 
And without further ado, 
he did. 


W hat the devil’s this? Cartoon capers with 
Taz-mania on the Game Boy. Fast 
scrolling platform adventures for the 
foolish critter. Perhaps too fast. 

Taz-manian action on Nintendo’s big screen 
brothers was plenty of fun, but how does It 
translate to the Game Boy? 

On the whole, the frantic silliness Is there, 
and Taz retains his colourful buffoonery. 

Variety was never the hallmark of Tazza, and In 
that sense It’s translated perfectly. 


I wonder how Taz’s dialogue appears in the script? 

Stuff, yeah, it only happens In cartoons and I 
want a go. I’d much prefer to have been a 
animated character, you know. For Instance 
when I walk Into town, I have to go around 
buildings, but lucky Taz can just plough 
straight through them. I’m so jealous. 


better the devil 
you know 

The wacky devil is once again thinking of ^ 
his stomach, and is on a high speed \ 

foray for eggs. Taz doesn’t want to s 
stand still, he must fill his face. Hang \ 
around and he taps his foot, hang \ m 

around near dynamite and he eats it. ^ ■ 
Although he’s blessed with an || 

oversize appetite, Taz doesn’t have j H 

the brain to match, and won’t learn 'ii V A 

that munching nitroglycerin is a bad y ^ 
thing. It’s mildly amusing to watch the ^ 
little guy look sheepish full of 
dynamite, then blow up and turn 
black in a cartoony ‘I’ve just been shot, and am 
undamaged apart from looking a little 
blackened and fazed’ way. Before long it 
becomes massively frustrating that thicko Taz 
keeps on eating it, and the joke wears thin. 

However, jumping on trampoline turtles Is 
still fun. Defying the laws of physics is an 
endearing ability, and one I’ve been trying to 
emulate myself of late, with very limited 
success. He’s got another top trick, spinning 
fast enough to tunnel through mountains and 


larger than fife 

Taz has mannerisms that you 
^ ^ can’t help smiling at. He’s 

larger than life on the small 
^ screen. If you’re cack-handed 

/ or asleep, and you mistime a jump 
Taz will most likely plummet into the 
drink. He’ll flail his arms about In a 
helpless kind of way, then grin and wave 
jjlP as he slips under. Bye, see yer next time. 
P Apart from the water and the dynamite, 

. ^ there’s various other hazards to avoid as 
, you hunt for some sundry comestibles to 
hold back the hunger pangs while you 
travels through the platforms of Taz-mania. 
Pointy-speared pygmies hunt unwary devils, 
and south sea crocs are almost as hungry as 
happy eater Taz himself. Ubiquitous triffidy 
plants fire volleys of unidentified flying objects 
your way, and they’re not nice neither. 

When all’s said and done, platform romps 
are all much of a muchness, and Taz’s antics 
alone aren’t enough to give this game any 
special status. Having said that. It Is quite a 
laugh and the tough playability means it’ll be a 
challenge to most mortal gamesplayers. 




I mean, how do you spell a phlegmy growl? 



Maybe the voice actor makes it up as he goes. 

Taz-mania has made the transition fairly well, 
but along with It came the faults. Yes, Taz is 
fast and silly, and hard enough to need working 
at, but it’s very samey, and one you’ve got 
the Idea It could 


get tedious 




Taz’ll do nicely. 
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Thinking about it, that’s probably the answer. 


It’s official. Taz’s voice bloke makes it up as he goes. 
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ENTERTAINMENT SYSTEM 


KONAM! 



































eeek! look at all those instruments 


enemy plane: This is an... well, I’ve 
already given it away, really. It’s just about to 
be hit by... 


enemy missile: Also flying straight 
and true, which is somewhat disturbing. 
Luckily a well-timed manoeuvre or flare will 
confuse It sufficiently to miss, and you can 
get back to the serious business of killing 
more baddies. 


radar: Your plane is the white triangle 
in the centre, the red dots are enemy planes, 
and the white dots enemy missiles. Simple. 

altimeter: In the grand tradition of 
good altimeters everywhere, this shows your 
current altitude. 

status gauge: indicates enemy 
cannon hits to your plane with flashing red. 
Four hits and your plane Is toast. 


0 air speed: Your current speed is 
cunningly displayed here. 


engine status: Supposedly show 
your engines’ ‘output status’ and are also 
largely useless. 

lock-on alarm: Flashes and 
sounds a warning when an enemy missile has 
locked-on to your trusty craft. 


enemy hits: Shows you the number 
ofenemy planes you’ve shot down in flames. 

missile gauge: This tells you the 
number of ‘A’ missiles remaining. 

o another missile gauge: the 

number of ‘B’ missiles remaining. 

0 flare gauge: Warns you of 
impending fashion disasters. (Really? Ed.) 


attitude indicators: Show the 
angle of bank and climb (or dive) for your 
plane, and are largely useless. 


IndiCc 


I vulcan cannon gauge: 

Jicates the amount of ammo remaining 
for your cannon. 


fuel gauge: I bet you can’t 
guess what this shows. When you run out, 
you crash. 


your missile: Flying straight and true, 
and about to blow this particular enemy into 
tiny flame-grilled baddle nuggets. 


your plane: This is your plane (You 
don’t say? Ed.) It conveniently manages to 
stay In the centre of the screen at ail times, 
rolling and tilting in response to your 
masterful commands. 






In this ^enlightened’ age, 
it’s sad to think that 



^ople >ai*e still fascinated 
, _ fth killing .paopJe.: yirho’d 
^e-Sdv*- anougil to-ravlai?*'' 
tNlP alKcpmiiat giaiiha^ V 
, iiH’ii.diB^'iti’’- ;said'‘^!1^^4.v’. ^ 

: Mafc/iejr eagerly. 

uper Air Diver. What a ridiculously silly name 
^ for a game. It doesn’t really make any sense. 



” Presumably the original Japanese screamed 
‘blindingly fast air combat’, but it seems to have 
lost something In the all-too-literal translation. 

It also makes the acronym SAD. 

The more perceptive readers will already have 
noticed”two key aspects of SAD (snigger) that 
I’ve already given away. Firstly it’s an air-combat 
game, and secondly it’s blindingly fast. 
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The foolishly brave Thunderbolt A-10 pilot dives screaming at his target. Sigh. 


Inbetween missions there’s nothing like a spot of missile bashing to pass the time. 


have a break - 
have a plot 

It’s probably best to get this out of the way now: 
The world stands on the brink of the 21st century 
and World War III. Unidentified warplanes are 
attacking countries all around the world, and in a 
typical display of the clear-thinking and strong 
survival Instinct that distinguishes all of 
humanity, every country is just Itching to find an 
excuse to nuke its neighbour. 

Guess what? Yes, it’s up to you to destroy all 
the marauding planes, discover their country of 
origin, prevent WWIII and save the entire world. 






That’ll teach you to try and attck me in the dark, you cad. The Tornado prepares to lay waste to an enemy island. 


bac^ to business 

Super Air Diver takes place over a series of 
levels, throughout which the ‘story’ develops 
through the device of your commander and has 
absolutely no relevance to the game at all. 

The levels alternate between air-to-air combat 
and ground attack. In the air-to-air sections you 
have to destroy a certain number of enemy 
planes and then take out an enemy ‘ace’. The 
ground attack sections require you to destroy 
certain targets in enemy-held areas. 

There are four planes to choose from - FI 4 
Tomcat or FI 6 Falcon for the air-to-air sections, 
and Thunderbolt A-10 or Tornado for the ground 
attack. The first two can carry varying numbers 
of Sidewinder (short range) and Sparrow (long 
range) missiles, and the second two carry 
Napalm and Maverick missiles. All but the 
Tornado also have a cannon. 


for - they take huge amounts of damage to kill. 
It’s just so boring - flying about, launching . 
missiles in the vain hope that one might hit, and 
then running out of fuel and starting again. 

To be fair, the ground attack sections are 
good fun, but even they end up being boring, as 
there’s very little opposition, and all you do is 
make swooping attacks, pull up, turn around and 
do the same again. 

To make this kind of game work what you 
need is something with the tactics and strategy 
of Super Strike Eagle, and the speed and 

graphical slickness of Super Air 
Diver. On it’s own, SAD is only 
halfway there. M 


immediately bad, but rather there are lots of little 
annoying things about it that only really come to 
light after an hour of play. 

The main problems are In the air-to-air 
sections. Even with the most manoeuvrable 
plane you can’t seem to out-turn any of the 
enemy planes - you can get behind them for a 
second or two, but real dog-fighting Is 
Impossible as they peel off too fast for you to 
follow. The only way to deal with this Is to ignore 
any planes behind you, and just wait for new 
enemy planes to appear ahead and missile them 
on the way in, which turns the whole affair into 
Afterburner, and is about as much fun. 

The real hassles start when you have to ‘dog¬ 
fight’ (I use the term only tentatively) with the 
enemy ‘ace’. Enemy ‘god’ would be a better 
description of these pilot’s abilities. Even the 
first one can out-turn, out-accelerate, out-brake 
and generally out-everything you. Getting behind 
him for more than a fraction of a second is a feat 
worthy of a legendary hero, and even when he’s 
flying at you, actually hitting him Is virtually 
impossible due to the speed at which he banks 
away from you. To top it ail off their planes seem 
to be made of some virtually Indestructible 
substance that the US military would pay billions 


verdict 

SAD by name and, er, um 
(Don^t do it Ed.), well you 
^ get the idea. 


Super Air Diver's strongest point Is its speed - 
thanks to the DSP chip In the cart, the Mode 7 
graphics used for the landscapes are incredibly 
fast and smooth, especially In the air-to-air 
sequences. The sensation of movement Is 
superb, and the surface detail on the ground 
attack missions is just as Impressive. 
Unfortunately, SAD Isn’t a very good game. It’s 
not that there’s any one thing that’s especially or 


Graphics 
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Jonathan Naah would 
very much like to stop 
playing The Humana 
now, please. 

here’s a basic problem with Game Boys - 
their portability. You play a game on the 
NES. It gets dispiritingly frustrating. You 
swear fulsomely. Now you play a game on the 
Game Boy. It gets dispiritingly frustrating. You 
hurl the Game Boy through the window, smash 
the windscreen of a passing car and cause the 
death In a horrible slewing accident of a nuclear 
worker who was responding to an emergency 
call to shut down a nearby faulty reactor and find 
yourself responsible for wiping out 38% of 
Europe. It’s astonishing that Nintendo could 
have overlooked such an obvious design flaw. 


I find The Humans to be one of those games, 
that could alarmingly easily cause such an 
environmental disaster. It’s a puzzle game (coo 
ur gosh tremble tremble) with the idea of getting 
a tribe of humans to work together in order to 
get spears, torches, various lost members of the 
group, food and stuff an’ that. And It’s brilliant. 
On paper. Come with me now as I explain In 
great depth why The Humans should be a corker 
of a game, then cruelly dash your hopes. 

why it should be 
brilliant 

You have a tribe of 12 humans. Each level 
requires a certain number of caveblokes to 
complete (typically four) and every time one gets 
killed by falling off a cliff or being eaten by a 
dinosaur or getting speared by one of his so- 


called friends, you get a replacement from the 
remaining tribe. So when you’ve run out of 
caveblokes, the game Is over. Clever, eh? 

The control system. It’s really well thought-out 
and logical, with cunning bits like a chuckometer 
where you dictate how far to chuck a caveblokey 
Implement and a ‘jump to next cavebloke’ 
button. And as the other caveblokes don’t move 
while you’re guiding your selected one around, 
everything’s really clear and obvious. As Hartley 
Hare of Pipkin fame says, “It’s time... for a 
story.” But we haven’t got time for a story, so 
we’ll just say hurrah instead. Hurrah. 

The puzzles. They’re dead clever. I mean, 
really very clever indeed. Remember ail those 
co-operation bits In Sesame Street from when 
you were a kid? Well, the puzzles in The 
Humans are like that. Get one cavebloke to 
stand on the shoulders of another to allow a 




stand on my head, auberon, there's a rack in the way 


The chap with the arrow is under your control. 


So you take him for a walk across rolling hills. 


GRUtE 
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Houpla houpia, I am burning things with my torch. 



How to get a torch across a gap without the aid of a spear/ 



Chuck it over,obviously. (Of course! Ted Rogers.) 



Fine reward for your labours. 


third to climb up a cliff and then lower a rope so 
the other two can follow. It’s almost as if Big Bird 
were there with you. Or something. 

On certain levels, you can call on the witch 
doctor to conjure up various useful Items at the 
expense of your tribe. Typically, conjuring up 
one item means you lose one cavebloke, which 
is a bit of a harsh barter system, especially If 
you’re the cavebloke who has to go, but there 
you are. But if you use the witch doctor In a 
brainy manner, you can skip bits of the overall 
puzzle or finish a level really quickly. 

Sounds fab, eh? 


why it’s not brilliant 

The Humans has a fair many gameplay flaws that 
in themselves aren’t particularly annoying, but 
when put together manage to set your teeth on 
edge. In fact, to use a skilful metaphor, they form 
a jigsaw of enragement. The all-important 
corners of the jigsaw are the the ways you can 
not quite fairly ruin your chances at the game In 
an Instant. Y’see, although you get a new hume if 
one gets accidentally massacred, you don’t get 
replacement equipment. And after spending five 
minutes tortuously manoeuvring your humans 
Into position, it’s not much fun to misjudge an 
action and send the vital coll of rope spinning 
into an abyss. “Tch,” you chuckle as it first 
occurs, smiling thinly, “die humanoid scum,’’ you 
bellow as It happens for the 38th time In a row. 

The main part of our metaphorical jigsaw Is 
that it’s dull. Yes, The Humans looks great on 
paper. But all those fab ideas just don’t gel as a 
game. Take the ‘controlling one cavebloke at a 
time while the others stand around patiently’ 
idea. It means there’s no tension in the game - 
no chance for the chaps you’re not controlling to 
wander around stupidly and get Into trouble. So 
you’re reduced to trolling one cavebloke around 
(very slowly), setting him up for another thrill-a- 
minute action and going off to find the next one. 
And the ‘jump directly to next cavebloke’ Idea Is 
nowhere near as useful as It sounds because 
you’re very unlikely to have kept the caveblokes 
in their original order. The witch doctor idea 



works really well but Is only available on ‘certain’ 
levels. And the Idea of goading all the Buddhists 
in Japan into taking part in a huge game of footle 
doesn’t work at all because there are 92,947,000 
of them, but that’s not important right now. 

The final bit of the jigsaw is an amalgam of the 
various fiddly bits that just annoy the hell out of 
you. Like the way you can’t actually quit the 
game. Or the way you can climb up a rope or 
cavebloke ladder really easily, but climbing 
down is incredibly difficult. Or the way you have 
to go through twelve Introductory screens before 
getting to the game every time you switch the 
game off and on again (because you can’t quit). 
Or the soundtrack, which is the kind of music 
you play at besieged drug barons very loudly. 


sap that will 

The real problem with The Humans is that there’s 
a really good game In there somewhere, which is 
even more horrible and distressing and evil than 
if it was just plain dire. Just as you make up your 
mind that’s it unutterable nonsense, the game 
throws In a really fab and fun level 
where you get to ride a stone 
wheel BC-style. _ 


verdict 

Exasperatingly dull. 
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Shut your trap! But here’s a hot tip that we should have 
saved for the PC Tips section. Don’t get inside, first. 

demise sees them replaced by ruby crystals, 
always good to collect. If you don’t manage the 
full set, I’ll swap you some of mine. Size is no 
clue to the relative danger of predators, as - - 
spikey snails lose you lives just as quick as 
roaming wolves or Venus fly traps. Size does 
count, however, when it comes to the precious 
stones lurking in tunnels and trees. Big green 
ones are worth looking out for. 




bill and ben 

Before the silly Pond-style stuff starts, there’s an 
odd aerial view of Clayton’s house and Its 
grounds. At first it seems there’s only one way 
out, and this is arrowed. Any other potential 
paths are blocked by tree stumps and 
associated debris. This Is merely a key to where 
in the game you’ve got to. On completion of 
‘Clayton’s Yard’ (level 1), return to this screen, 
where Bill and Ben the Flowerpot men emerge 
from the house and clear away the woody 
rubbish blocking the pathway to Jeremy’s gaff, 
and so on. ‘Jeremy’s Yard’ gets significantly 
harder. The gardens plan is quite inappropriate 
as an introduction. The graphics are different, 
the pace pedestrian, and features are pretty- 
cutesy-dull, This section is merely a punctuation 
for the gameplay. Don’t let it spoil your 
enjoyment of a stupidly funny game. 


meet the blobbies 

Exploring as a clay blob Is a real eye opener. Go 
out and bounce into various coloured blobs, take 
on the properties of different animals, and away 
you go foraging for crystals, under the eventual 
guise of tracking down daddy and the potion 
(the little known late seventies punk group). 

Blobs come In five different flavours. Grey 
flavour chewing gum is a mouse called Oozy, red 
for Muckster the cat, and brown is a gopher, 
Globmeister, named after the little known 
German lager. Green flavoured blobs turn you 
into a bird called Doh-doh, and pink becomes 
Goopy the Guppy. (Flavours? Colours? What are 
you on about? Ed.) 

Each character has their own strengths and 
combative ploys. The blue beach ball can punch, 
Muckster flicks out a feline scratch, the gopher 
(relative of the squirrel) throws hazelnuts, etc. 
These apparently viscous activities are 
defensive, rather than evil, as there’s a selection 
of foes who’ll kill you in the blink of an eye. 
Destroying them is your only option, and their 


C laymates is an odd one. It’s unusual that a 
game makes me laugh out loud, and mighty 
rare that I giggle for this long. Where can 
you play a big eared mouse that barks at a 
woodpecker until he relinquishes the comedy 
cow he’s tied to a tree? Right here In Clayton’s 
back yard, and what’s more, the cow then 
proceeds to explode Into a myriad of precious 
gems. Intrigued? Read on. ^ 

Clayton’s father, a splendid scientific chap, g 
has developed a secret potion that enables 
humans to become clay blobs. Well I don’t know 
about you, but to me that sounds like a rather 
strange line of scientific research. What’s even 
stranger is that a dubiously 50’s stereotype with 
a bone through his nose has, in an attempt to 
steal the formula, spilt the potion over Clayton, 
then made off with the scientist chappie tucked 
under his arm. What could bone-warrior want 
with the potion? Since Clayton’s become clay, 
where will his adventures lead him? I wonder. 
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Globmeister is a Gopher who looks like a squirrel and throws hazlenuts. Informative, eh! 


It’s a good job Globmeister is near the end of level two, because I need the toilet. 
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bonus bonanza 


Congratulations, you’ve exited 
Clayton’s yard. Welcome to a 
very different, and much more 
bouncy world. 
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B01NG. Today’s headlines. BOING I’m no good at 
this game. BOING. 300 Die in plane crash. BOING. 


I’ve put the *C’ in ‘CLAY’, the blob’s in the mincer, 
and Bill and Ben are coming to do my garden. 


this is unexpectedly earned, it’s always 
welcome, in a silly old way. 

Have you forgotten about Clayton’s old chap, 
the potion and the big bloke with the skirt and 
the unusual jewellery? I bet you have, because 
this game’s so engrossing, you’ve probably 
forgotten your own name. Well, maybe your 
middle name then. M 


boing boing 

Boing Boing Baggies Baggies. (What are you on 
about, Bilson? Ed.) West Brom went up, and the 
boing goes on. Earn yourself more points in this 
silly disposable bonus game. Like the garden 
shots back at the beginning, this section has a 
look and feel that’s different again. But because 


verdict 

It’s so stupid and so 
addictive that I forgot my 
^ name. Love it. ^ 


planes, trains and 
the ether one 


There are plenty of silly modes of transport, and so 
far I’ve not come across a single sensible one. And 
besides, I don’t know how to spell automobile. Our 
editor thinks balloon rides are old hat, but wonders if 
grey clouds really have silver linings. 
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ISAL ADAPTS 


^ The Universal Adaptor will 
allow you to play imported 
cartridses on a UK SNES. 

^ Plays Mario Kart, Pilotwinss, 
and other Scart Games ! 

^ Play PAL-UK Games on your 
JAP/USA SNES 

^ The Universal Adaptor is a Top 
Quality product, cased & boxed 
with full instructions. 

£ 12^00 


El SUPER F/VMICOIVI 

2 JOYRADS. ALL LEADS. 60Hz 
SCART. UK POWER SUPPLY UNIT 

Plus Starfox....£199 

Plus Mario & Axelay...£219 

El SUPER WES (USUMABIO 

2 JOYPADS. ALL LEADS. 60Hz SCART. 
TAKES JAP & USA CARTRIDGES 

Without t^ar\o/^ pad.£129 

HBt SCART MACHINES RUN 1/1% EASKR WITH NO BORDER 

SFII-SUPER DEFORMED MODELS.£49 

APOLLO II STD JOYSTICK.£55 

CAPCOM POWER STICK FIGHTER.£69 

SUPER MULTITAP 5 PLAYER.£30 



PO BOX 200 


WEST YORKSHIRE 


TEL: 0422 34 29 01 

OFFICE HOURS: MON TO SAT 9.00-5.30PM 
CLOSED THURSDAY AM (STOCKTAKING) 

TEL: 0422 36 77 30 

EVENINGS 5.30-1 O.OOPM 
& ALL DAY SUNDAY 



S:rLI;LSliUTG:Ulimi: LL lULliia 


2020-Super Baseball (12Mbit).£59 

Aliens vs Predator.£39 

Combat Tribes (12Mbit).£39 

Contra Spirit/Probotector.£37 

Dead Dance/Tuff E-Nuff (16Mbit).£57 

Devil's Course Golf (T&E Soft).£59 

Human Grand Prix.£59 

J. Leasue Soccer Prime Goal (Striker).£64 

Nisei Mansell's FI Challense (SCART).£49 

Parodius.£39 

Pop 'n' Twinbee.£55 

Ranma 1/2 Part 2 (12Mbit).£59 

Rushins Beat Run/Brawl Bros (12 Mbit)....£39 

SFII-Turbo-Hyper Fishtins (20Mbit).£79 

Super Bomberman (4 player).£59 

Super Family Tennis (4 player).£59 

Super Formation Soccer 2 (4 player).£59 

Super Mario All Stars-Collection (16Mbit)...£69 

Super Mario World.£34 

Super NBA Basketball.£49 

Super Tetris 2 & Bombliss.£59 

Tiny Toon Adventures.£42 

World Heroes (16 Mbit).£69 


Actraiser.£25 

Axelay.£32 

Dinosaurs.£32 

FI-Exhaust Heat.£25 

Exhaust Heat II (DSP/SCII Chip).£39 


Final Fisht 2 (10Mbit).£49 

Golden Fighter (12Mbit).£35 

Jaki-Crush Super Pinball.£35 

Joe & Mac 2/Congo's Caper.£27 

Kiki Kai Kai-Ninja.£39 

Phalanx-(Shoot 'em up).£19 

Prince of Persia.£35 

Sky Mission/Wings 2-Aces High.£23 

Sonic Blastman.£35 

Soul Blader.£19 

Starfox/Starwing (FX-Chip 3D). only £39 

Super Ghouls 'n' Ghosts.£27 

Super Pang/Super Buster Bros.£27 

Super Smash TV.£27 

WWF Super Wrestlemania.£25 


NCAA Basketball.£43 

NFL Football (Konami).£47 

Pocky & Rocky (Kiki Kai Kai).£49 

Rock & Roll Racing.£47 

Rocky Rodent.£45 

Shadowrun.£49 

Soul Blazer.£45 

Street Fighter II (16 Mbit).£47 

SFII-Turbo-Hyper Fighting (20Mbit).£69 

Super Mario Mil Stars* (SCART).Call 

Super Star Wars.£45 

Super Turrican.£45 

WWF-Royal Rumble (16Mbit).£55 

Yoshie's Cookie.£45 





MORTAL KOMBAT 


2020 Super Baseball (12Mbit) 

.£47 

Alien 3. 

.£43 

Battletoads in Battlemaniacs... 

.£47 

B.O.B. 

.£44 

Bubsy-Clav^s Encounters of Furred 

Kind (16M)£49 

Dungeon Master. 

.£49 

Equinox (3D-RPG). 

.£46 

Fatal Fury (12Mbit). 

.£45 

Final Fight 2 (10Mbit). 

.£55 

Jungle Strike. 

.£47 

Jurassic Park. 

.Call 

Lost Vikings. 

.£45 

Mech Warrior. 

.£45 


Amazing Tennis.£32 

Bart's Nightmare - Featuring the Simpsons ..£35 

California Games II.£35 

Chuck Rock.£35 

Gods.£37 

Gunforce.£32 

Krusty's Super Funhouse.£35 

Magical Quest - starring Mickey Mouse ...£42 

On the Bali.£29 

Q-Bert 3.£27 

Spiderman & X-Men.£35 

Wing Commander.£37 

Warp Speed.£32 


super collection 





please add £1.50 PER GAME FOR 1ST CLASS RECORDED DELIVERY 











































































































back issues 


'v: 


volume one 

O FREE 32-pa9e tips booklet • James 
Pond mapped • Game Boy 
accessories - feature • Plus 
Terminator 2, Xenon II, Turrican and WWF, 

© FREE Game Zone stickers! • Super 
Mario Bros 3 cheats • Handhelds - 
feature • Plus Robocod, Super Kick 
Off and The Immortal. 

© FREE Water Pistol! • Sonic, Batman 
and Populous tips • Plus Shadow 
Of The Beast, Dragon’s Lair, 
Pitfighter and John Madden ’92. 

V Complete Duck Tails solution and 
I Speedball mega tips • Mega-CD - 
feature • Plus Prince Of Persia, 

Star Wars, Terminator 2 and Joe and Mac. 

FREE Lynx badge! • Handy hints for 
rvBlob II • Dr Franken II and Hook 
Work Boy - feature • Plus Toki, 
Battletoads, Speedball 2 and Mario Golf. 

Camp Deadly guide • SNES - feature 
_ • Plus Super Mario 4, Carmen 

Sandiego, Rampart, F-Zero, Super 
Wrestlemania and Champions of Europe. 


ipreview • Jap comics - feature • 

_ ^ Plus Olympic Cold, Dr Franken, Kid 
Icarus, Super Smash TV, and Wrestlemania. 

O lt’s here and it’s MASSIVE - 16 
page handheld pull out! • Mega 
Man III preview • Joysticks - 
feature • Plus S/m City, Populous, 

European Cup Soccer and Bart. 

FREE Batman poster! • Robocop 3 
f review • Mario 4 - super solution 
W • Plus Street Fighter II, Battletoads, 
Castlevania IV, Micro Machines, more! 

® FREE two smart badges! Mouse 

trappin’ exclusive - Tom and Jerry 
• Super Mario World - huge 
solution • PC Engine - Def Guide • F-15, 
Prince of Persia, and shedfulls more! 

volume two 

O Jap coin op and computer show 

report • Quasar games • Star Trek - 
preview • Plus Mario Kart, Robocop 
3, Castlevania II, Dizzy and Parasol Stars. 

© FREE Tips Book! • Super Star Wars 
- exclusive preview • SNES 
Convertors - feature • Plus Super 
Mario Land 2, Axelay and Probotector II. 

© Batman Returns - exclusive 

preview • How a cart is born - 
feature • Plus Another World, T2, 
Elite, Desert Strike, loads more. 

O Bucky O’Hare - exclusive review • 
Game Zone Awards - the best and 
worst* Plus Super Star Wars, 
Madden ’93, Pirates! and Robin Hood. 

© FREE! Game Zone stickers! • Las 
Vegas show report • Zelda III - 
guide • Plus Tiny Toons, Joe And 
Mac 2, NHLPA Hockey, Alien^, Parodius... 

O FREE tips book! • Super FX™ 

explained • Zelda III and Mickey’s 
Magical Quest solutions • Plus 
Addams Family II, Super SWIV, World Class 
Rugby, Bartman and Batman Returns. 

O FREE! Zone Groan Stick! • Alien^ - 
reviews • Another World and 
Marioland 2 complete solutions • 
Barcode Battler > feature • Exhaust Heat II, 
James Pond and Star Wing. 

© FREE! Mario Badge! • Super 

Battletoads - preview • Eight page 
Japanese special • ECTS Show 
Report - 80 new games • Pop ’n’ Twinbee, 
Batman Returns, and Empire Strikes Back. 

^^kFREE! Bubsy T-shirt Transfer • 
^L^HAster/x - preview • Cheap carts - 
feature • Addams Family 2 players 
guide • Plus WWF2, Powermonger, Lost 
Vikings and Cybernator. 

® Bram Stoker's Dracula reviewed on 
ALL formats • Beat 'em-stars 
School reports. Reviews frenzy: 
Super Mario All-Stars, Mortal Kombat, 
Street Fighter II Turbo. 


please note 

Issues not listed here are sold 
out. FInIto. Beendet. Klaatu 
Barada NIkto There are no 
more. You’ve missed your 
chance - sorry. They are ex- 
Issues, they have ceased... 



F-l^ Game Zone Back 

lssi3es.rA classic reidpws, 


b^nintendo 


□nintendo 


nintendo 


^nintendo heS] 


ISfStapfox 


[n»<RtSU!lWlX8ii 


Special leatore 





game zone bargain back issues order form 


Please rush me the following back issues at £2.50 
each: (Tick appropriate boxes) 


GZN1/01 

□ 

GZN1/09 

□ 

GZN2/05 

□ 

GZN1/02 

□ 

GZN1/10 

□ 

GZN2/06 

□ 

GZN1/03 

□ 

GZN1/11 

□ 

GZN2/07 

□ 

GZN1/04 

□ 

GZN2/01 

□ 

GZN2/08 

□ 

GZN1/06 

□ 

GZN2/02 

□ 

GZN2/09 

□ 

GZN1/07 

□ 

GZN2/03 

□ 

GZN2/10 

□ 

GZN1/08 

□ 

GZN2/04 

□ 

GZN2/11 

□ 


NAME 

ADDRESS 

POSTCODE 

TEL: 


I 1 1 enclose a cheque/postal order for £ 
made payable to: FUTURE PUBLISHING 


I 1 1 would like to pay by credit card: 

I I Visa Q Access 

Card number: 

□□□□□□□□□□□□□□□□ 



Overseas orders must include a further £4.00 to cover 
postage and payment by in £ sterling. 



Please send completed form to: Game Zone, Future Publishing Ltd, FREEPOST, Somerton, Somerset TA11 7BR 


GflmEiSOME 55 































Jfjfiuy '12 

ij'yy fjtj'yyi; 

r jfjhcyj^ JJ 'J'uj^iiD 

hUU'A UJJ fiUiy JJUW 


DANGER-1000 VOLTS 










































Greetings pop-pickers, and welcome 
once more to that shining beacon of 
tippery in the darkness of 
gamesplaying inadequacy, PG Tips. 

Tm sure you all know what it’s all 
about and if you do then, well, why are 
you reading this bit? Actually I don’t 
think anyone (with the exception of my 
mum) reads this bit - and she may be 
fibbing. Sob. So I don’t know whether 
I should tell you that we’re on the look 
out for all your tipper, cheats, game 
guides, solutions and maps. 

“But why send all the tips in? 

What’s in it for us?” I hear you all cry 
in harmony. Well, the reason Is that 
not only will your name be in print, but 
If you send In the tip judged to be the 
best of the month, you could also be 
more than likely on the receiving end 
of a rather pleasant cheque for the 
grand sum of 50 pounds sterling. Oh, 
and a packet of biscuits. So don’t 
hang around, get cheating and get 
sending all your tips like bits to: 


Don’t call me Darjeeling 
PGTips 

Game Zone 

30 Monmouth Street 

Bath 

Avon 

BA1 2BW 


NB The biscuit of the 
month is Gingerbread. 



‘^Come with me if you want to live”. What a great 
opening for a games tips section, thought Daniel 
Remberton. Unfortunately, he couldn’t couldn’t think 
of a snappy tag line. 


i don’t like... 

O Cheats copied from other mags. 

O Letters without the name and the address of 
the sender. 

O Cheats which don’t say the name of the 
machine or the game they’re for. 

O Unreadable handwriting. 

O Anything to do with Mario. 

O Simon Parkin for that appalling GMJV show he 
does at 9:00 am every day. It’s a positive 
incentive to come to work. 


tuff e nuff 

I Loads of people have sent codes in for 
this, so no one Is going to get a 
namecheck, ’cos there isn’t the space. 
Ha! Anyway if you fancy skipping a couple of 
levels or something then I suggest that you try 
one of the following level codes: 



Level 2 

427 011 

Level 3 

537 071 

Level 4 

500 760 

Level 5 

401 037 

Level 6 

511 617 

Level 7 

412 526 

Level 8 

562 506 

Level 9 

463 455 


... but i do like 

O Hordes of cheats and things - especially for 
the Game Boy and NES. It’s virtually all SNES 
stuff at the moment. 

O Some top solutions. Preferably well presented 
and readable. I’d particularly like to see 
something for Bubsy (SNES) as soon as it’s out 
and Zelda (Game Boy). 


Sim eerth 

. If you fancy choosing any scenario at 
[ riES { the start of the game do the following: 

On the menu screen move the arrow 
onto the first scenario and press and hold L. R, Y 
and X. With these held press A and you should 
see a screen with all the scenario options. 
Thanks to Thomas Bunion. 


shadow warriors 

^ “Instead of pressing START on the title 
il f screen,” writes Martin Cleaver, 
“Hold down the A and B buttons, then 
press START.” The reason for doing this is that 
you will be rewarded with a sound test. Wow. 



musya 

J Thomas Bunion has come up 
t nES { with a load of codes for this game, 
and by an amazingly spooky 
coincidence - here they are: 


Level 2 (Catacombs) MWTV 

Level 3 (Palace Of Hate) KVSW 

Level 4 (cave Of Darkness) KVMW 

Level 5 (Catacombs of Akuma) RQNJ 

Level 6 (Cursed Palace) VKX4 

Level 8 (Watery Prison) Z66F 




addams family 2 


j I do hope you don’t actually have to 
cUiX'ij these passwords, as the 

game is exceptionally easy. Hey! And I 
wonder which tipmaster provided us with these? 
It was me! Right, I think that deserves the £50 
cheat. (No it doesn’t. Ed.) 

I can’t remember what the codes do as I lost 
half of them, and they are just written on lots of 
different pieces of paper. I also had the codes to 
Zen - Intergalactic Ninja, but I lost them all. 
Organised huh? Anyway, experiment with these: 



your fun. 
are, also 
Level 2 - 
Level 3 - 
Level 4 - 


gods 

If you’re having problems with this 
excellent game then you shouldn’t use 
the following passwords as they’ll spoil 
But if that’s what you want, here they 
courtesy of Martin Cieaver. 

SD1 

MGB 

BMH 


KS-BN KSFVJ K?B95 

KS495 KS?W3 KS09? 

KSSWX K?PWI KSNB8. 

Also, when you’re on the level selecting bit with 
all the doors, if you go in-between the two 
middle doors on the second level and press up 
you’ll find a hidden room! 


blues brothers 

In-game, when you reach Denver 
Concert, collect 11 extra lives, die and 
repeat the process until you have a 
maximum of 99 lives! Thank’s to a certain Mr 
Cleaver again. 



jaki crush 

If you fancy 33 balls and over 840 
million points you could do a lot worse 
than listen to Daniel Jackson’s 
pearls of wisdom. He suggests that if you enter 
all 5’s as a password you’ll get the 
aforementioned goodies. ’Rah. 
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tips players' guide 
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ryu and 
ken 

The only new move for 
Ryu and Ken is the 
jumping Hurricane 

W* f Kick, performed by, er, 

I I ■■ # jumping up into the air 

I I I doing a 

Hurricane Kick 
(DOWN, DOWN- 
AWAY, AWAY + any kick). The strength of the 
kick determines how far across the screen you 
travel, as usual 



Chun li 

Chun Li has become the proud new owner of a 
Fireball move. Press AWAY, DOWN-AWAY, 
DOWN, DOWN-TOWARDS, TOWARDS + any 
punch. The strength of the punch determines the 
speed of the Fireball. 


e. honda 

Honda’s Hundred Hand Slap has been modified, 
and he can now move while performing it. He 
also has a new move, the Flying Bottom Drop 
(well, that’s what we call it). Charge DOWN for 
two seconds, then press UP and any punch 
button. Honda flies through the air, then drops 
onto his opponent, bottom first. 

dhalsim 

Dhalsim can now teleport about the screen. 
Press TOWARDS, DOWN, DOWN-TOWARDS + 
all three punch buttons. This is one of the 
hardest moves in the game, but it’s very useful 
if you can master it (play the computer 
controlled Dhalsim on a high level if you want a 
demonstration). 



zangief 

Zangief has a new, faster Spinning Clothesline, 
peformed by pressing all three kick buttons. 
Both this and the ‘normal’ one make him 
invulnerable to fireballs, etc. Oh, and he can 
move while performing them. 


blanka 

Blanka has a second Rolling Attack that flings 
him diagonally into the air, much like a Dragon 
Punch. Charge DOWN for two seconds, then 
press UP and a kick button. The strength of the 
kick button determines the speed of the move. 



Charge AWAY for two 
seconds, press TOWARDS + 
any punch (punch strength 
determines distance). 

Charge 

DOWN for two seconds, 
press UP + any kick 
(strength of kick determines 
damage done). 

Charge 

AWAY for two seconds, 
press TOWARDS -t- any kick 
(strength of kick determines 
distance flown). 



DOWN, DOWN-TOWARDS, 
TOWARDS + any punch. 


DOWN, DOWN-TOWARDS, 
TOWARDS 4- any kick. 

.,.>o 3,‘.uil3 DOWN, 
TOWARDS, DOWN- 
TOWARDS + any punch. 

The strength of the kick 
or punch determines the 
speed of the Fireball, or the 
height of the Uppercut. 


Press and 

hold all three punch 
buttons, release to punch. 
The longer you ‘charge’, the 
more powerful the attack. 


Charge AWAY for two 
seconds, press TOWARDS + 
any punch. 


L 


Charge AWAY for two 
seconds, press TOWARDS + 
any kick. 

The strength of the 
attack determines the 
distance Bison ‘dashes’. 






Charge 

AWAY for two seconds, 
press TOWARDS + any 
punch (strength determines 
distance rolled). 

Charge 

DOWN for two seconds, 
press UP + any kick, press 
punch above opponent. 


Swan Dive (above), but 
rotate pad clockwise and 
press fierce punch as you 
dive onto the victim (this is 
virtually impossible). 
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moptai kombat 


Andy Butcher explains just how to make Sub-Zero into a fridge... 


johnny cage 


Timing is important with these moves. 


flame blast: Press AWAY, 
TOWARDS, B. 

shadow kick: AWAY, TOWARDS, A. 
package check: Press B + L or R. 


death blow 

Cage kicks through his opponent’s 
chest, with a total lack of blood. 

Stand right in front of the victim, 
and press TOWARDS, TOWARDS, 
TOWARDS, Y. 


Hu kang 


The easiest moves in the game. 


Concorde kick: Press TOWARDS, 
TOWARDS, X. 

flame bolt: Press TOWARDS, 
^TOWARDS, Y. 


death blow 

Liu Kang spins towards and, er, 
punches his opponent. Wow. 

Stand quite close, hold L or R then 
rotate the pad towards the opponent. 
(Clockwise if on the left of them.) 




rayden 


sub zero 


Timing is of the essence for 
Rayden’s moves. 


torpedo: AWAY, AWAY, TOWARDS, 
raydentricity: Press DOWN + 
TOWARDS + Y 

teleport: Press DOWN, DOWN, UP. 


Probably the most popular charac¬ 
ter, despite the fact that one of his 
special moves is almost useless. 


power slide: Press AWAY + A -i- B 
+ L or R. 

icy shoot: DOWN + TOWARDS + B 


death blow 

Rayden shoots Raydentricity into his 
opponent’s head. 

Get close and press TOWARDS, 
AWAY, AWAY, AWAY, Y. 


death blow 

No spine-ripping, I’m afraid. Sub- 
Zero freezes his opponent and then 
shatters them. 

TOWARDS, DOWN, TOWARDS, Y. 


W- 




sonya blade 


A wide variety of moves, all of them 
quite easy to do. 


leg toss: DOWN + B + A + L or R. 
energy wave: AWAY, AWAY, B. 
flying punch: TOWARDS, AWAY, Y. 


scorpion 


The Spear is easy to perform, and 
Scorpion has the easiest Death Blow. 


teleport punch: DOWN + AWAY + 
Y. (similar to a SF II Hurricane Kick). 
Lspear: Press AWAY, AWAY, B. 


kano 


Kano’s special moves are the slowest to 
perform, and so are of limited use. 


key 


Just in case some of the direc¬ 
tions above are confusing you, 
here’s a little guide. 

• Directions or button presses 
seperated by commas are to be 






death blow 

Sonya’s sparkly kiss explodes into a 
fireball and toasts her opponent. 

Stand a couple of inches away and 
press TOWARDS, TOWARDS, AWAY, 
AWAY, L or R. 


death blow 

Scorpion pulls of his mask and 
breathes flame onto his opponent. 

Stand a couple of inches away from 
the opponent and hold L or R, then 
press UP, UP. 


auper spin: Hold L or R, rotate the pad 
towards the opponent, release L or R. 
spinning blade: Hold L or R, press 
AWAY, TOWARDS. 


death blow 

I must admit, I’ve never got this one to 
work, so you’re on your own... 

Hold L or R, rotate the pad towards the 
opponent, B. 


performed in sequence, those 
with a ‘+’ between them are to 
be made simultaneously. 

• The directions TOWARDS 
and AWAY are relative to 
your opponent. 

• Other directions and button 
presses are as normal. 
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super marie bres 


Is Mario bald underneath that cap? Has Luigi lost 
weight? Does Princess Daisy fancy King Koopa? 
Rik Haynes and Jamie Smith go on a scavenger 
hunt for prime secrets among Nintendo’s fab four. 



world 1-2 

Transform yourself Into Super Mario, burst through the 
ceiling blocks near the beginning and run through the 
rest of this level to find a shortcut to Worlds 2, 3 and 4. 



world 4-2 

stand under the platform that is too high to reach, 
located at the midpoint of this stage, and jump up to 
unveil a hidden block. Jump again to produce a beanstalk 
that will eventually take you to Worlds 6, 7 and 8. 


world 2-1 

Halfway through, smash the breakable blocks above the 
line of question marks. A beanstalk suddenly appears, 
taking you to a bonus stage. 



world 5-1 

At the start, hop onto the first shell and push it forward. 
Run behind the shell to see it hit everything in its path to 
give you one more life. 


world 4-2 

Leap onto the third column of rising platforms to position 
yourself at the top of the screen. Stay on top of things to 
access World 5 with the minimum of fuss. 



world 6-1 

Near the start, vault over a mound of unbreakable blocks 
and fall back to land on the right-hand side of them. 
Jump up for an extra life. 



world 6-2 

Slap the far right block of a ledge of destructible blocks, 
above a pipe halfway through the level, to expose yet 
more beanstalking short-cuts. You’ll need to use this 
secret block to the right of the pipe (shown) to reach it. 



world 8-1 

Once you’re ahead of the three pipes, standing roughly 
three quarters of the way into the stage, pounce onto the 
shell and kick it forward. Chase it for an extra life. 


top tips 

For a neat fireworks display at the end of every 
level, the last digit of the timer must be a 1, 3 or 6 
when you strike the flagpole. 

On the underwater stages, try to stay at the top 
or the bottom of the screen to avoid all the nasty 
sea creatures. 

It’s best to be Super Mario during most of the 
confrontations with the end-of-level guardians. 
When you’re close enough, work out the timing of 
their fireballs and bound over them. Quickly touch 
the flashing axe to collapse the bridge sending the 
boss into the lava pit below. 

Check all wreckable blocks for hidden bonuses. 
Even if this takes a little time it could be worth 
the effort... 

Similarly, check all the pipes for passageways to 
secret stages. If a plant is inside, it will not emerge 
when you’re standing on top of the pipe. 


action replay codes 

7E07 5606 - Invincible plus fire 
7E17 2A 05 - Infinite lives for Mario 
7E117 3605 - Infinite lives for Luigi 


7E07 EB09 - Unlimited time (switch off the 
Action Replay at the end of 
each level) 


On the final stages inside a castle, you must take 
the correct route in order to finish. Carefully listen 
out for strange sounds as they in dictate if you’re 
going in the right or wrong direction. 
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marie bros 2 




world 1-1 

When you get to the two parallel rows of breakable 
blocks, demolish the bottom left block to uncover a star. 


world 1-2 

Wham through the roof. Use the steps above the pipe and 
stay at the top of the screen. After the normal end pipe, 
leap over the next two pipes for a detour to World 2. 


world 1 -2 

Warp to World 3 by falling down the right hand side of the 
second pipe. Then jump to discover a concealed block, 
bound over to the right and climb up the beanstalk. 



world 1-2 

Bust onto the top of the screen and repeat the process 
for World 2, but go through the first pipe. Walk to the end 
and jump. Hop on the invisible blocks and over the wall. 


world 2-2 

Prior to the impossible jump with a pipe in mid-air, leap 
up to show a hidden block. Jump left from that to reveal 
another block, thus making it possible to reach the pipe. 


world 3-1 

Wobble back to World 1 by jumping on the spring at 
the end of the end of this stage to propel yourself over 
the flagpole. 



world 5-1 

Where the two parallel lines demolishable blocks are 
laying three quarters of the way into this stage, whack 
the top right block to raise a beanstalk that will transport 
you to World 6. 


world 5-2 

Wander onto the top of the screen near the end of this 
level to hitch a ride to World 7. 


world 5-2 

Wiggle past the moving platforms, drop down to the left 
and clobber the fragile block on the right for a beanstalk 
lifting you to World 8. 



world 8-2 

Once the wind has died away, jump onto the next winged 
shell and bounce up to hit your head on the block above. 
A beanstalk will materialise. 


top tips 

Avoid the blue mushrooms, they have the 
reverse effect of stuffing your face with a 
feast of normal fungi. 

Move along the top of the screen on certain 
Worlds, such as 1 -2 and 4-2, to avoid the 
mischief and mayhem on the ground. 

As with the original Super Mario Bros, the 
end-of-level bosses are easily defeated with 
a well-timed jump. Of course, being a Super 
Mario considerably increases your chances 
of success. 


action ropiay codes 

7E07 5606 - Invincible plus fire 
7E07 5A05 - Infinite lives for both Mario 
and Luigi 

7E07 EB09 - Unlimited time 
7FFB 02?? - Replace ?? with the required 
stage number 
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tips players guide 


super marie usa 




world 1-1 

Scale the beanstalk and pull up the first plant on your left 
to reveal a potion. Throw the potion here to create a door 
into subspace. Go inside for coins and a mushroom. 


world 1-1 

To defeat the mini-boss, simply wait (Simply? How could 
you wait complexly? Ed.) for her to fire an egg, scramble 
on top and throw it back. 


world 1-2 

After the magic carpet, pull up the first plant to turn up 
a potion. 



world 1-3 

Grab the bombs that the boss lobs at you and chuck 
them back. (Sounds a tad familair. Ed) 


world 2-2 

Pick up the first plant you come across and fling it 
to fabricate another doorway with a mushroom and 
coins inside. 


world 2-2 

Keep digging from side to side inside the pyramid to stop 
horrible things from tumbling on your head. 




world 3-1 

After you’re beyond the first section, sprint onto the 
magioc arpet and fly up in the centre of the screen to 
connect with a beanstalk. You have to go straight up, 
because the carpet disappears after a few seconds. 


world 3-2 

Use bombs to destroy the blocked pathway. When you 
get to where there are four hedghogs on the floor, pull up 
the leftmost plant and bomb the pit on the right. Then 
pull up the potion (on the right) and create a door. 


world 4-2 

After the first door, head left to pull up a potion. Now, 
carry that potion right until you reach the vase and use it 
to create a door. Go into sub-space, drop down into the 
vase, and you’ll be warped straight ot World 6. 


top tips 

Tramp on top of the creature who is standing 
on the magic carpet and throw it off. Use the 
joypad to manoeuvre around. 

Try to gather as many coins as possible 
by going through the enchanted doors for 
more fun with the fruit machines later on. 

You only have a limited amount of time in 
secret rooms. 

To enable yourself to go higher, you have to 


power up. Do this by holding down on the 
joypad until your character starts flashing. 
Then he can perform one super jump. 

Poor old Mario is an average character In 
Super Mario USA. Give him a miss! 

KInopio, that’s that Japanese name for 
Mushroom Mush, Is the fastest runner, but 
he’s a pathetic at jumping. 

Thanks to her frilly frock, the Princess 
can glide in the air for a short time after 
she jumps. 


action replay codes 

7E04 E130-Invincible 
7E04 CB3C - Permanently active super¬ 
jump 

7E04 EE05 - Infinite lives for all characters 
7E04 C33F - Unlimited energy 
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players guide 


world 1-1 

Capture the feather by leaping onto the first red shell 
and knocking it right. You can now fly up to receive an 
extra life. 


world 1-3 

At the stack of destructible blocks with a red shell on 
top, move it to the left and jump next to the ‘?’ block to 
acquire a musical note that will shift you into the clouds. 


super mane 
Pros 3 




world 1-3 

Find a white block surrounded by other blocks. Crouch 
on the block and you will fall through. Finish the level to 
get the whistle, allowing you to warp to other Worlds. 


world 2-3 

At the finale, swoop into the area where there are two 
green shells and then quickly jump out, so that these 
shells can crash through the blocks covering the exit. 




world 3-1 

Rise out of the water and over the pipe for a concealed 
power-up. 


world 4-2 

Collect a red shell at the beginning and throw it over the 
icy blocks to pound the *?’ on the right hand side. Or use 
the icy blocks themselves to release the power up. You’ll 
have to be fast to reach them in time, either way. 




world 5-2 

Land on the second musical note to bag a power-up at 
the start. 


world 7-1 

Make your way to the point where there are three blocks 
above your exit from the pipe, jump over them and into 
the top right corner to rack up and extra life. 


action replay codes 

7E07 3605 - Infinite 
iives for Mario 
7E07 3705 - Infinite 
iives for Luigi 
7E05 F009 - Uniimited 
time for both Mario 
and Luigi 

7E1D A263 - Coins 
are aiways set at 99 
(every eoin coiiected 
adds a iife) 


top tips 


Go to the end 
of the first 
castle, get the 
feather, fly up 
and over the 
indestructible 
blocks to gain 
another 
whistle for 
World 8. 


On the bonus 

level “ where you match the top, middle and 
bottom of either the mushroom (2 lives), 
flower (3 lives) or star (5 lives) - wait until the 
desired shape is In the middle of the screen 
before touching your joypad. 

You must leap up and smack the 
changing icon when you come to the end of 
each stage. A well timed-jump can result in 
you getting the same symbol every time, 
with additional lives awarded for three 
matching symbols. 

Stick with the racoon suit for hitting hidden 
blocks that usually cannot be accessed. A 
spin with your tall will do the same thing as a 
painstaking lob of a shell. 
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game genius 

A bit special this month as the new Super NES 
Game Genie has just been released. Anyway if 
you don’t if you don’t know what it’s all about 
then I’ll explain. Those fearfully nice people at 
Game Genie have stumped up a prize of a cart 
of your choice for the best code of the month, 
which this month goes to Tim Butler for 
his assortment of goodies. 

But if Tim has been a tad naughty and 
copied his codes out of another mag, those 
peeps at Game genie will be able to check, 
and he’ll have to get excited for no reason, 
’cos he won’t get a game. So please only send 
in ORIGINAL codes. So send your entries to: 


prince 

BAA6ADA5 

43C96D61 

BA69ADA1 

6D320FA1 

DC3204D1 


of Persia 

Non-fatal injuries harmless 
Non-fatal falls do no damage 
Enemies drop dead 
Freezes timer 
Freezes timer 


pugsley’s scavenger 
hunt 


DDB61FA7 

49C9476D 

3BA537D4 

DBA53704 


Infinite lives 
Each dollar is worth 25 
Jump really high 
Jump really high 


Game Genius 
PG Tips 
Game Zone 
30 Monmouth Street 
Bath, Avon 
BA1 2BW 



gods 

1DE731E8 


Shield will last 
until the end of 
the level 


C269C1EB 

A28435EC 

DF3C4073 

DB3C4073 


Infinite lives 

Items you can afford in the 
shop are free 
Start with 2 lives 
Start with 10 lives 


super star wars 

EDB0C767 Begin with lightsaber 
EDB9CF67 Choose any character at start 


Sim city 

C28AAD61 Money doesn’t decrease for 
most spending 

3CAB6FD2 Start ‘easy’ game with $60 000 



[nc 

PPVGYLAA 

XYKTISKN 


new Zealand 
story 


SUSKLYV1 


Infinite lives 
Start on level five 
Start jump 


rainbow island 


GXOUOSUS 

GONZAPPA 

PONZAPPE 


Infinite lives 
Start on stage 20 
Start on stage 25 


tiny toons 


5ZNOVNZK 

5Z005WK 

lEEKXYPA 

YEEKXYPE 

GOEKXYPE 


Infinite continues 
Infinite energy 
Start on level 2 
Start on level 4 
Start on level 5 


super mario bros 3 

KISSES Surprise 

AKPSZU Enemies are hauled 




combatribes 

Another cheat from the master of 
unknown American games, James 
Brunt. This time it’s lots of 


passwords, which look like this: 
0197 1180 

5093 4949 

9207 



revenge of the 
gator 

J Quite an old game, I agree, but it’s not 
a bad one and that’s why I’ve decided 
to use the following cheat that was sent in by the 
man they call Martin Cleaver. He says 
that if your pinball refuses to enter the upper 
screen, pause the game to lock your ball inside. 


desert strike 

Martin Cleaver has sent in a 
[ RES { load of rather good cheat and things 
(What sort of‘things’Daniel? Ed.) 
Here’s another one of his efforts, this time for 
the top game Desert Strike. Here then are all the 
passcodes including one for the end sequence: 


Level 2 LZLTQHK 

Level 3 L3LLHMB 

Level 4 K8F9B3Q 

Game ending 895FWQ9 


super valis iv 

— — Right I’ll get straight to the point, with 
lDEm no beating around the bush, trying to 
^ push my word count up, nothing. Oh 
no. Not a sausage. That’s (Snip. Ed.) 

If you fancy a level select press UP, DOWN, 


LEFT, RIGHT, UP, DOWN, LEFT, RIGHT, UP 
DOWN, LEFT, RIGHT, SELECT, SELECT, Y, B 
and START. Once you’ve done this you should 
have a stage select. Hurrah! 



f1 exhaust heat 

Chris Grierson has a rather 
unusual cheat for this rather good 
racing game, which looks a bit like 


this really: 

Firstly, clear off all the game records by 
holding down SELECT on Controller 1 and 
pressing RESET on the SNES until you see the 
title screen. Then press START on Controller 1 
and go to the ‘Select Player’ option. Now go to 
the ‘Name Change’ option and enter CASINO as 
player 1 ’s name. Now press DOWN on Controller 
2, after selecting your player, and numbers 
should appear from 0-7 on the left. Enter 
CASINO on number 0. Press DOWN every time 
to change Controller 2. Enter t-Philips number 1, 
keep changing names until you come to 


number 7. 

Then press START on Controller 1 and if 
you’ve managed to follow all of that (Unlikely. I 
didn’t understand a word. Ed.) you will begin 
your race from Italy to Monaco. Once you have 
completed the race at Monaco you will be 
playing on a fruit machine with all the money you 
have won from all the races. You have 5 lines to 
choose from by pressing button A. To start, 
simply press button B. 


death valley rally 

j ^j The man that several people call 
^E^ James Brunt (mainly ’cos that’s 
^ his name) has sent in a rather handy 
Dheat which enables you to get 75 lives, 
although why you’d want to play this rather 
iisannointina Roadrunner qame for long enough 


to lose 75 lives is beyond me.. 

Apparently this is for the American version of 
the cart. Anyway, during the title screen press 
and hold LEFT, SELECT, R, Y, and START. Keep 
holding these and when the screen comes up 
that says ‘Zippity Splat’ press the X button as 
well. You should now be endowed with 75 lives. 


action maaan! 

Ok, I know we haven’t had an Action Replay 
corner before, now we have, so there. 


turrican 

0701C9C5 Infinite time 

010304C5 Infinite power 

line things 

Infinite lives 
Infinite energy 
Infinite shields 
Choose start level. Replace 
?? with the level number. 



0104DDC5 

080CD5C5 

0A0190C1 

03??ACF 


tiny toons 

0102C3C9 Infinite lives 

0102FOC9 Infinite energy 

0103F1C9 Infinite weapons for Bugs 
0103F2C9 Infinite weapons for Daffy 

castlevania 2 

0102C5C8 Infinite lives 


super swiv 

7E60 9AXX Infinite lives for 


7E60 9CXX 


player 1 
Same as above 
for player 2 


dragon’s lair 

7E0F F9XX Infinite energy 

tiny toons 

7E00 BOOO Buster Bunny moonwalks 
7E00 6EXX Choose number of continues 
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^ game preservers^ 

Scientific tests undertaken by official 
Game Zone scientists prove that game 
carts and size 10 Doc Martens do not 
mix. In fact, they do not even try to mix. 

The boot remains unharmed while £40 
worth of game becomes an intricate 
(albeit useless) 3D jigsaw. Video Game 
Preservers can help you prevent such 
: personal disasters. 1) Because they’re 
' dead tough 2) Because they’re dead 
■ bright and colourful 3) Because they’re 
,-' 7 such a barg. 

. . NES 3 PK: OUR PRICE £4.49 
NES 5 PK: OUR PRICE £6.49 
SNES 3 PK: OUR PRICE £4.99 
GAME BOY 3 PK: OUR PRICE £4.49 
GAME BOY 5 PK: OUR PRICE £6.49 , 


competition ppopad 

Say goodbye to those sore finger blues. (Pardon? 
Ed.) No on your SNES! The Competition ProPad Is 
not only a smart joypad, but it also features some 
of those nifty little auto and turbo fire buttons, 
slow motion and an eight-way selector. All of 
which are what’s known as dead handy, even if 
they are a bit like cheating - a bit. 

OUR PRICE ONLY £16.99 

V_ 



game genie (for nes) 




Live forever, leap high things in a single 
bound and punch other things harder than 
ever before - on your NES. The Game 
Genie enhances your carts by letting you 
customise the game. Just enter the 
special codes (huge lists of which are 
printed in PG Tips) and you can choose 
which level you start on, how many lives 
you get or even make your characters 
invulnerable. It’s friendly to use and new 
codes are 



snes univepsal adaptor ^ 


Want to play the very latest Japanese and 
US games? Can’t because you’ve got a 
British SNES? Then fret no more old pal 
o’mine. Get a Universal adaptor, slap It into 
your SNES and you’ll never have to say “I 
wish they’d release stuff quicker in UK” - 
ever again. 

Unless you 
want to that 
is. 

OUR PRICE 
ONLY £16.99 

I 



y 


■i_r 


"LT 


u — LX — lx^^lj: 


HOW TO ORDER 


O Fill In the application details on the 
coupon below in BLOCK CAPITALS and 
J send the correct payment to: 

Game Zone, Mall Order, Future 
Publishing, FREEPOST, Somerton, 

J Somerset, TA11 7BR. 

DP 07A y GA ME GENIE (FOR NES) 


O All prices include VAT and are post 
paid In the UK. 

O For overseas orders please add 
£4.00 to your order total to cover 
extra postage. Please allow 28 days 
for delivery. 

£29.99 


j 


DP11A g NINTENDO 8 BIT VIDEO GAME PRESERVER (3 PK) £4.49 
DPI 2A □ NINTENDO 8 BIT VIDEO GAME PRESERVER (5 PK) £6.49 
DPI 3A g NI NTENDO Super NES VIDEO GAME PRESERVER (3 PK) £4.99 
DP14A g NINTEN DO G AME BOY VID EO GAME PRESERVER (5 PK) £4.49 
DP15A E NINTENDO GAME BOY VIDEO GAME PRESERVER (3 PK) £6.49 


GZUA01_gSUPER NES UNIVERSAL ADAPTOR 


£16.99 


h GZPP02 ^COM PETITION PROPA D 


£16.99 


Total number of items ordered 

_n _ n _ n_ 




enclose a cheque/postal order made payable to 
FUTURE PUBLISHING 

Or... Please charge my ^Jvisa (^Access 

Credit card No_ 

Expiry date_ 

Cardholder's name_ 


Cardholder's signature. 


TT 


TT 




ITT 


tt: 


insiiili : 
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Patrick McCarthy loves 
greasy food - we all do at 
Game Zone. The higher the 
cholesterol count the better. 
Chip shops are the place to 
be seen these days. Yes they 
are. Now read on. 

C hip shops: social hubs, purveyors of fine foods and 
now sources of top quality entertainment. It’s 
Impossible to move in a chip shop nowadays 
without tripping over some four-year-old playing 
Mortal Kombat next to the pickled eggs. 

No longer does family entertainment consist of 
gathering round while Uncle Nobby bashes out 
‘songs from the shows’ on his Peruvian bottom flute: 
the kids are all down the chippy, stuffing money into 
arcade machines. But what should you wear if you 
want to hang tough with your homies without 
standing out like a working-class barrister at 
Lincoln’s Inn? As you can Imagine, there’s a 
very strict dress code. Modeish variations may 
come and go (army surplus, and so on) but the 
classic look remains (we’ve added cheap 
alternatives where necessary for those of you 
working with a budget): 





chip shop hoys 

baseball hat 

Fastened as tight as possible 
and perched on very top of head. 


ski hat 

Alternative headgear. Accepted 
brand name on front changes 
too regularly to specify here, 
budget alternative: 
Large diameter cardboard tube 
painted black and cut to correct 
height, inscribed with current 
correct name in white paint. 

track-suit 

bottoms 

Extremely baggy, rolled-up to 
just below the knee In summer. 
Cosmetic surgery to remove 
calf-muscles can be arranged 
through your GP. Tell him that 
peer ridicule is causing acute 
psychological distress, 
budget version: They’re 
only £2.99 down the market... 


enormous 

jeans 

Alternative to above. Waistband 
must be belted mid-thigh to 
achieve correct ‘too-big’ look, 
whereby back pockets slap 
against back of knees, 
budget version: ‘High 
and Mighty’ Brushed Denim 
Slacks, Waist 82. 


string vest 

Bigger the better, outrageously 
coloured and preferably not 
tucked-in. 

budget version: Oxfam 
vest. Pretend the yellow armpits 
have been tie-dyed. 

padded jacket 

Not to be removed, even In 90° 
heat. Must remain securely 
fastened as a result, 
budget version: Army 
surplus anorak encircled by loft 
insulation secured by sellotape. 

nylon 

waterproof 

Alternative to padded jacket. 
Preferably with made-up 
basebally slogans on back by 
people who don’t speak any 
English, such as ‘Hank Bronx 
Slugger Base Bat Go 
Champs Hit 1953’. 
budget version: Pak-a- 
mac and a marker pen. Make up 
your own slogans. 

trainers 

Must be bigger than your head. 
Check In mirror before purchase. 
Accepted brand can change at 
short notice. Check everyone 
else in chip shop for current 
lacing conventions, 
budget version: 
Woolworth’s own-brand 
plimsolls with two cricket pads 
glued on for tongues. 


walking/ 

industrial 

boots 

Alternative footwear. Preferably 
costing more than an average 
year’s salary and being totally 
unsuitable for the purpose 
they allegedly fill. Must not be 
laced up. Especially useful for 
short people due to the four or 
five inch thick soles, 
budget version: Extra- 
wide pair of Clark’s Commandos 
with egg-boxes stuck on the 
bottom and painted black. 
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make your own 
chip shop action^*^ 
scenario 

The scenario for the type of game popular in the 
average chip shop may generally seem to the 
uninitiated like a minor literary masterpiece, but 
writing your own really couldn’t be easier. It can 
only be a matter of a couple of lines in the front 
of the manual if you want. Something like, WeVe 
got guns. Let’s go kill sumfin!’ Ideally, though, it 
should be more involved, the idea being that 
although shooting, killing and maiming Is 
essentially naughty and to be avoided at all 
costs, it’s alright if someone else started it. 

(You’ll find this is also handy for many real-life 
scenarios that occur in chip shops.) 

A more involved scenario for a shoot-’em-up 
would go something like this: 

The future of the entire planet and every man, 
woman, child and aardvark on it is threatened by 
the evil Baron Maurice. After years of exile in the 
nether reaches of Milton Keynes he has returned 
to wreak a terrible revenge on those who 
spurned him and ridiculed his scientific 
achievements. His blood-crazed army of Uzi- 
toting Lycra* Warriors conquered the entire 
universe yesterday, and are now viciously 
machine-gunning anyone wearing loose or 
unflattering underwear. 

They have kidnapped the Princess Fergo for 
having a visible panty line (and, for that matter, a 
visibile face). After hours of tense deliberation 
and several pizzas, the world’s surviving leaders 
have come to you, Jake Pants. You are the only 
person on the planet with the correct 
combination of streetfighting, firebombing, 
explosives and haberdashery skills necessary to 
beat these evil forces. You are the world’s last 
and only hope. It’s up to you to take on these 
hordes and save the planet for everyone who 
wishes to retain the right to wear ill-fitting pants. ’ 

Why not make up your own and send them in? 
The best ones will win a year’s supply of chip fat 
from the vendor of their choice. 


*Lycra is a registered trademark of Dupont 



the perfect chip 
shcp action™ arcade 
conversion 


Of course, it’s not actually necessary to journey 
all the way to the chip shop for this kind of 
action any more, what with most of the big hits 
making it onto the various consoles. But do the 
games companies really capture the complete 
chip shop experience? In an ideal world, the 
perfect Chip-Shop Action^*^ arcade 
conversion, in addition to duplicating the 
gameplay of the original, would ideally have 
the following features: 

built in special-effect graphics 
techniques 

Causing the game’s sprites to become 
hideously distorted In certain areas of the 
screen, as if they were passing beneath large 
greasy smears. 

free realistic playability 
add-ons 

Including a plastic ‘squashed chip’ for you to 
stick onto your monitor, flakes of old pie crust to 
wedge into your controls and half a rubber 
saveloy to stand on. 

playing environment 
enhancement 

In order to get that ‘it’s just like being there’ 
feeling, the in-game graphics should also Include 
faintly-drawn ‘reflections’ on the monitor to 
simulate the full chip-shop experience, including 
a counter with a jar of pickled eggs; a poster 
saying ‘Eat Fat - It’s A Meal In Itself’ and a cash- 
till with sticky tape covering the total on the 
customer’s side. 

These static graphics would be enhanced by a 
small fat man in a greasy white coat and 
lopsided moustache (Nintendo could use Mario) 
occasionally popping his head over the counter 
and shouting “Are youse gonna buy anything or 
what?” In a funny accent. 16-bit versions would 
come with a free scratch ’n’ sniff card containing 
suitably unsavoury aromas. 


grease is the word 

The worst thing we’ve ever seen deep-fried is 
served regularly In a chip shop in Glasgow. 
Deep-fried Pizza. Frozen pizzas, coated in batter 
and dropped in the deep-fat fryer. 

This Is admirable, and perfectly reflects the 
Scots’ attitude to Healthy Living, but have you 
seen anything worse? Write to us at ‘I Left My 
Heart In Glasgow Central, Chip Shop Action, etc 
etc’ with photographic evidence and win a fabbo 
prize: the game of your choice, coated in batter 
and deep-fried. H 





ask andy 

Our regular dietary 
advice column for 
regular users of chip 
shops, by one of the 
country’s leading 
experts in this field. 

Q Chip Shop Action is 
all very well, but what 
about Saturated Fats? 

A Don’t play cards with 
him - he’s a hustler. 


w 


the world’s worst 
chip-shop action 
conversion 

Not all chip shop games make it to the big 
time. One such that didn’t is Final Fat 
Bomber Pilot Dangerous Brakobrako Ninja. 

Converted from the original Japanese 
game (the title might have lost something in 
translation), it’s unusual In that you take 
control of an entire army of planes, tanks, 
ships, nuclear submarines, spacecraft and 
armoured cars, and your mission Is to take 
on and kill an arthritic pensioner In a 
raincoat who’s out walking his dog on the 
Common. Excellent graphics, but the game 
failed largely because of its rather short- 
lasting gameplay. 


the ideai chip 
shop meai 

In order to fully enjoy your chip shop 
conversion at home, you need a takeaway 
containing the following ingredients for the 
perfect chip shop experience: 

• one jumbo Various Meat Saveloy 
(In batter) 

• one tub curry sauce 

• one tub mushy peas (cold) 

• 5lbs floppy white chips (with smattering 
of battery droppings) 

• one hot can of Fanta. 

Ideally the Fanta can should be slippery 
with a coating of grease and a 
suspiciously smelly blob of something on 
the mouth-hole. 


chip shop action™ 
awards 

Got a particularly nice chip shop in your 
area, with fab chips, great games or an 
owner with a high number of plasters on 
his fingers? Send us pictures. Who knows, 
the owner may give you free chips in 
return for the free advertising, or you may 
get a badge. The best, or worst, shop may 
even win our coveted Silver Saveloy award, 
and your favourite chip shop beat ’em-up 
may even win The Golden Batter. But it 
probably won’t. 
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Send your words of wit, wisdom and weirdness to Geezi, 


It’s a blessing and a curse, 
this huge inflatable crayon. For 
example, the other day I was walking 
beside the canal, and suddenly I noticed 
Cilia Black floundering in the water. By 
crudely knotting my crayon into a tube, I was 
able to use it as a lifebelt and rescue the 
popular television personality. And on 
the blessing side I can always get 
a seat on the bus. 



floating frolics 

Dear Geez 

Please find enclosed a photo of my 
brother Martin doing a Dahlsim 
floating act. 

Noel Warner, Warrington 

• Yes, but iVs ‘what happened 
next’ that’s the amusing part... 
following a hunch I had, I phoned 
Warrington General Hospital and 
asked them to check through their 
records for the last month. And two 
weeks ago they had a casualty 
department admission under the 
name of Martin Warner, who had a 
broken ankle. I suggest that once 
he’s out of plaster he practices his 
Dahlsim landing act. Ed. 


pack it up 

Dear Geez 

I am a student studying package 
design, and as I own a SNES I have 
based one of my projects on 
re-packaging the SNES and cart 
boxes by making the packs more 
durable and longer lasting, as well 
as being more compact and made 
from recycled materials. What do 
you think of this? 

Mr P. Cadona, Hitchin, Herts 
# / agree with the durable and 
longer lasting bit... I’ve always 
reckoned that the SNES packaging 
should be fashioned from Uranium 
436, that way it would have a half 
life of 59,000 years. Ed. 


dirty rotten snitchers 

Dear Game Zone 

k Following your section on the price of games in issue nine volume 
^ two, me and my friend have a question. In the article you said it was 

t illegal to hire out SNES games, but In our town there’s a shop where 

both import and official SNES games are hired out at five pounds for 
four nights. So, if we dob the dodgy bloke in to Nintendo, will we get 
loads of reward money? 

F. Bloggs, anonymousville 

# No. Do you want to know why? Well, the simple reason is that 
although you were careful not to mention where you came from, you 
forgot that a postmark would eventually be stamped onto your 
envelope by the ever-so-helpful post office. The upshot of all this is 
that the dodgy bloke in question has already been dobbed on, and 
the 2000 quid ‘supergrass money’ is winging its way... to me! 

If anyone else wants to grass up a major criminal organisation, 
write to Geez!. You’ll win Star Letter, and I’ll get the reward! Ed. 



late ticket 

Dear Game Zone 
I know you don’t do the ‘Just The 
Ticket’ column in Geez! anymore, 
but I thought I’d send you a 
ticket from my recent trip to Euro 
Disney anyway. 

Nick Adams, Tervuren, Belgium 

PS. No, I’m not Flemish 
• If you know that Just The Ticket 
has finished, why send us a ticket? 

Anyway, while you were there, 
you didn’t go up the Swiss Family 
Robinson Treehouse, did you? 

Crap, isn’t it? 

For any readers out there who 
haven’t been to any of the 
Disneylands, I suppose I’d better 
explain... the Swiss Family 
Robinson Treehouse is an 
absolutely giant man-made tree. It 
looks like there might be some kind 
of utterly smart ride at the top, so 
you climb up all the steps (there’s 
only about a million of them) only to 
discover that there isn’t anything at 
the top at all. Then it takes about an 
hour to climb back down again. 

And then some ponce wearing a 
Mickey Mouse costume takes your 
photograph. And so on. Ed. 
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homework 

hassles 

Dear Geez 

Please could you solve this linear 
equation for me: 

X - 2y = -10 
3x - 4y = 5 

From it you must get an ‘x’ and a ‘y’ 
co-ordinate. 

Dan Jackson, Warrington 

• I’ve always had a bit of a mental 
block when it comes to algebra, so 
I’m going to pop your letter into 
Colin Culk’s postbag. Check out his 
column. Ed. 

brill(iant) 

Dear Game Zone 

My friend’s got Monkey Island 2 on 
his PC. I think it’s the best PC 
game in the world. It’s got 
absolutely huge brill graphics and 
it’s funny. Anyway, here’s my point. 
Is the brill Monkey Island 2 going to 
come out on the SNES? And will 
you be able to use a mouse with it? 
If it is coming out, when do you 
think it will be ready? Please print 
this as it is the first time I have 
written to a brill magazine before. 
Tim Whitehouse, Redditch 

• Aaaah! Monkey Island 2. Yup, I 
can assure everyone reading that it 
is indeed a brilliant game, but 
here’s some bad news: there are, 
as yet, no plans to convert the 
game to the SNES... and whether it 
would even fit onto a cart is 
debatable. However, I bet a pound 
to a penny that it will appear on the 
SNES CD machine, when that 
finally arrives. (After all. Monkey 
Island 1 is soon to be available for 
the Sega Mega CD). Ed 

‘friendly’ fire 

Geez! 

My Quasar scoresheet is more than 
worthy to appear on your pages. I 
hit 55 people on the other team - 
and only four on my own. And I got 
the Top Gun award, which means 
my sheer excellence shines out of 
all my gaps. I played against a 
group of American students, over 
here on an exchange visit. And how 
crap they were! 

David Jackson, Quasar King 

• Whoah, what exactly do you 
mean, ‘and only four of my own’? 
Remind me never to go paintballing 
with you. Ed. 


mortal or 
mickey? 

Hello 

I am one of your many loyal 
subscribers that have decided to 
take the plunge and write in to you. 
As I saw from your August issue. 
Mortal Kombat is due for release 
soon. What I want to know is this: 
will it be as extra violent as the 
arcade version? I would also like to 
know why Nintendo games (and 
Sega too) haven’t dropped in price. 

I thought they were taken to court 
for the ridiculous prices of their 
games. Also if you had the choice 
to wait for Mortal Kombat to be 
released, or to buy Mickey Mouse’s 
Magical Quest now, which would 
you do? 

Perry Cox, Cardiff 

# I’ll deal with your queries in 
reverse. Don’t ask me why, I just 
feel that way... 

(3) Personally I hate Mickey 
Mouse so much that I’m biased 
against any game he appears in. 

But having said that. Mortal 
Kombat isn’t actually that good on 
the SNES. So I’ll leave you to make 
your own decision. 

(2) There was some talk about a 
Government Committee looking 
into the price of carts, but in that 
dynamic Whitehall fashion, nothing 
seems to have happened yet. So 
Nintendo and Sega can still dictate 
the going rate for a game. 

(1) This will probably annoy you 
greatly, but I’m afraid that the 
SNES version of Mortal Kombat has 
had all the nasty, gory stuff 
removed, as you’ll probably know if 
you read the review last issue. Told 
you you’d be annoyed. I’m annoyed 
too. It would seem that due to the 
sudden tabloid interest in games, 
both Nintendo and Sega want to 
seen to be taking a stand against 
extreme violence in games. 

Why is quite another matter. 
Obviously it would be daft to 
release any overtly violent games in 
the current witch-huning climate. 
But then it would also a tad silly to 
alienate all those ‘easily disturbed 
parents’ who often hold the purse¬ 
strings, wouldn’t it? Sega’s 
response to the problem looks to 
have been a little more artful 
though. The Mega Drive version 
has been cleaned up, but 
apparently there’s a password that 
puts all the gore back in - if you 
decide you want it. Ed. 

nice try 

Dear Geez 

I got a new Game Boy for my 
birthday, but now my father always 
plays it all the time and I never get 
the chance to play It at all. Will you 
please send me a new Game Boy? 
Sukri Sharbini, 

Darussalam, Brunei 

• Yeah, sure, like maybe in your 
dreams. Ed. 
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What you 

starin’ at? You want 
some of this in yer ear i 
W do ya? I’m Colin Culk, me, 
an’ I’m culkin’ hard, innit. I 
was in a chippy with Nigel Benn 
once, an’ he said to me ’‘Oy, Col, 
pass the salt mate”, an’ I said 
“Yeah, I’ll pass the salt right 
into your culkin’ mouth in a 
minute if you don’t watch 
L your lip”. He backed down 
an’ that. I ain’t never 
backed down in 
me life. 


Desr Coiin 

You’d better pray you don’t meet 
me in my kitchen, cos I’m a 
black belt In culinary martial arts. 
I’d skewer your sausage and 
pickle your potted plums. And 
that’s just for starters. Next I’d 
rip off your tender riblets and 
butter and bake your buns. 
Finally I’d boil that potato head 
of yours and serve It up. 

Dave Johnson, New 
Malden, Surrey 
Culky says: “The kitchen? 

What are you, some kind of 
ponce? That’s a girl’s room, 
innit, the culkin’ kitchen. No, I’ll 
meet you outside an’ that, on 
the pavement.” 


Geese 

Please could you solve this 
linear equation for me: 
x-2y=:-10 
3x - 4y = 5 

From It you must get an ‘x’ and a 
‘y’ co-ordinate. 

Dan Jackson, Warrington 
Culky says: “I’ll be solving it 
right in the side of your culkin’ 
ear if I ever see you walkin’ 
round near my turf. ” 


Deer Colin 

Demit haben klein cinquele wohl 
nicht gerechnet, ha? Ja, mein 
bein Is gebrokken dumpfbacke 
1st mit seinen latein am ende, 
ha? Auf einmal nicht mehn so 
grosskolaig, ha? Kleinkinder 
verpruglen, ha? BeiBmin beisch 
auf aronit steinharten aronit. Die 
afforderiing mit dem kinn tat ich 
gern annehmen, doch klein 
cinquale verbriechen sich wohl 
grod bel seiner mami, ja? 

Toby Herborth, 

Schwenningen, Germany 
Culky says: “Oh yeah? You try 
sayin’ that to me in front of me 
face an’ that, down the local 
park... then we’ll see who can 
use funny words what I ain’t ever 
even heard of before, innit.” 


Dear Clever 
Colin 

I know that you could wipe me 
out just from a single slash of 
your little finger, so calm down 
for a minute or two and listen. If 
you pretend to back down to me 
then I will win three free games, 
but then I can give TWO of them 
to YOU. Just imagine (try, 
anyway), you will get something 
for FREE, without having to 
threaten or hurt or kill anybody. 
Without having to do an^hing, 
really. If you don’t listen to me, 
well, it’s your loss, not mine. 
You’ll just grow into a lonely old 
man. Think about It. Your brains 
have the potential to take you to 
the heighest heights of life! 

Sam Taylor, Stamford, Lines 

Culky says: “You reckon 
something about my brains an’ 
that, is it? Eh? Yeah? Yeah? 

Well maybe I’ll give you my 
brains right on the top of your 
culkin’ nose!” 

(Oh dear, I think he means 
he’s going to headbutt you. 

The reasonable approach 
doesn’t work very well with 
someone as thick as Colin Culk 
I’m afraid. Ed.) 


Dear Colin 

So you think you’re hard do you? 
Well, I think I could brain you any 
day, you weedy bast. Why not 
nip round my house, and I’ll take 
pleasure In beating the stuffing 
out of you. Bring a couple of 
your mates If you like. I’ll take 
them apart as well. Then I’ll set 
my pit bull on you while you’re In 
casualty. 

Ben Bowen, Rhondda, 

Mid Glamorgan 

Culky says: “Casualty is it? Tm 
on my way now, tough guy!!!” 


hard thinking 

Dear Geez 

My head has been aching like hell 
to try to work out why the Super 
FX^*^ chip and Starfox came out in 
Japan before any other country, as 


the chip was made and designed 
here in Britain. I mean, what was 
the point in the British inventing 
something but having every other 
country getting it before us? 
Stuart Shotton, Clwyd, Wales 
• / blame the Queen Mum. Ed. 
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lawnmower 


Lawnmowers. We love 
*em. How else oould we 
the GZ garden so 
trim? We have a fellow in 
espeMPially to mow the 
lawn. It*s won prizes, 
you knoiit. Passers-by 
stop in aw4S. 

“Bon sang!*’ they 
exciaim (if they’re 
French tourists)^ “What 
an immacuiate gar<;len,” 
they add (proudly 
displaying their 
knowiedge of Engiish). 

“Yes indeed,” we repiy 
sageiy. “And ail thanks pi 
our lawnmower man.”^ 

“Ah!” nod our Freni^ 
friends. “L’homme de ia 
tondeuse a gazoft. From 
the game of tha fiim of 
the fourth part of your 
exciusive preview as 
written by Jonathan 
Nash.” They then coiiect 
an appropriate fee in a 
surreptitious manner and 
pass on to the Abbey, 
leaving us with our 
/lawnmower to dream of 
warmer days and a large 
symbolic cupboard. 


^IAwnmowerMan 


raalityL.. 


Each level consists of Reality bits (where you’re 
attacked by various people with guns) and Virtual 
Reality bits (where you attempt to knock Cyber 
Jobe on the head). It’s sort of a giant chase - 
first of all you get chased through Suburbia by 
some villainous types, then you chase Cyber 
Jobe through virtual reality, then more villainous 
types chase you along a road, then you chase 
Jobe again and then some other villainous types 
chase you through an office block. Then you 
chase Jobe again and catch him. We think. You 
see, the plot’s based on both The Lawnmower 
Man (the film) and The Lawnmower Man 2 (the 
film sequel which hasn’t been released yet so we 
don’t know what happens In it). Apparently Jobe 
may be a good guy in the new movie, so you may 
both be chasing somebody else instead. 


Whatever the plot, the new bits Storm have 
shoehorned into the cart look just as corky as the 
others. And this month we’ll be looking at the 
new Reality levels. 





in general 


V. 


The idea of the Reality levels 
remains much the same as 
before - run around a lot, 
shoot loads of things, collect 
enough CDs to power up your 
suit in order to shoot even 
more things, find the entry 
gate to cyberspace and jump 
in. You can play one or t’other 
of the Doc and Carla, or, 
indeed both with the aid of 
new Pal-O-Matlc, the wonder 
friend module. ( Partly 
responsible for my continued 
interest in badminton.” 

TB Falsename.) 
















S ince last we saw the SNES version of The 
Lawnmower Man, a few things have 
changed. For example, it’s bigger, because 
more of It has been finished. (Never. Ed.) As you 
recall from last month’s episode (well, actually 
the episode before that), TLM SNES is a 
slobbery mixture of game styles, with platform 
bits, shooting bits, 3D bits and bits with 
lawnmowers in them (probably). The Storm 
programmer types have been beavering away at 
the game night and day and night, so here’s 
another of those yummy status reports. 


suburbia 


The Doc and Carla are pursued through the 
hideously neat, tree-lined avenues of 
suburban damnation by loads of soldiers 
with big gurvs. You’ve seen this bit before, 
but it’s all been tidied up and generally 
jiggled about with, so the baddies are much 


harder, the movement’s much smoother and 
everything runs just that tad faster. Hurrah 
for tads, that’s what we say. Anyway, the 
reason you’re running through Suburbia Is to 
escape (obviously) and to reach the VSI 
warehouse (not so obviously). As you race 
through the town, you’ll find ports into the 
virtual world, so jumping in these is quite 
a good Idea. 


A 
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in the pipeline 



the vsi warehouse 




Having escaped the leafy hell that is 
Suburbia, the Doc and Carla reach 
the VSI warehouse, which is a big 
warehouse. Er, called VSI. (You have 
no idea what it means, do you? Ed.) 
It plays some enormously important 
part in the second film, so obviously 
we haven’t a clue what it all means. 
(Told you. Ed.) The warehouse Is 
really an enormous maze sort of 
affair, with loads of moving lift 
platforms and extra weapons 
concealed among the rafters. Oh, 
and squillions of lethal robots all 
intent on biting off your knees. You 
have to fight your way to the roof, 
do, er, something vital to the plot, 
then fight your way back to the 
ground floor again. Along the way 
you’ll come across these massive 
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guardians who try to squash you, 
stopping the scrolling so you can’t 
escape (the basts). Luckily you can 
once again drag along a close 
personal friend to walk point and 
get killed first. Ha. 


the chase (a real one this time) 

After getting out of the warehouse, you have to (and we quote) “Drive 
across the post-apocalyptic landscape to The Shop”. A-ha! It’s a part 
of the plot! Apparently, The Shop Is a big, evil government 
organisation that’s been abusing Virtual Reality in order to take over 
the world. (So it looks like Jobe really is a goody now.) They know 
you’re on the way, so they send squads of goons in cars to knock you 




off. Jumping on a handy motorbike (or a handy car) you nip away 
sharply along the back roads. This bit’s a speedy horizontal scroller, 
with rubber-bungingly large numbers of killers blazing hot lead across 
your front bumper. You can shoot back at the killer cars, and also 
squeeze between ’em (on the bike) or ram ’em off the road (in the car). 
Hurrah! You can even pick up some groovy missiles which whizz away 
and blow up things to the side of you, like killer cars and old people 
who walk in the exact middle of the pavement. Hurrah again! (Oh no! 
Some old people.) Race to the end of the road and you’ll reach... 


the shop 

Tricky devils, these Johnny Evil 
Governmental Organisations. Using the clever 
ruse of calling their HQ The Shop’, they’ve 
evaded the forces of justice and goodness for 
years. But just for you they’ve also employed 
some severely maladjusted guards. As well as 
yer ordinary foot soldier, you get guards 
carrying flamethrowers and using them in a 
thoroughly offensive manner. If this weren’t 
enough, you’re also attacked by vending 


machines and flying chairs. Looks like 
somebody in the Virtual Reality world is 
becoming really powerful, eh? (But is it Jobe? 
Who knows?) So sprint along to the main 
cyberspace link doohickey and spring in to find 
out. Cue massively dangerous final 
confrontation sequence with spectacular 
visuals which is part of the Virtual Reality 
section, so you’d better have a look at that 
(although it won’t do you much good). 



inniiM 










in the pipeline 



virtual reality 

The flying sequences from last time have been beefed up with the 
addition of very big guns. In addition to screaming along at contact- 
lens shatteringly high speeds, you get to blast VR battle chimps in a 
sort of storming-the-castle type affair. There are some neat effects, like 
the way you get a little ‘threat’ target coming up as the chimps shoot at 
you (although It’s a bit obvious that they’re a threat as they’re shooting 
at you, but there you go) and altogether it’s a welcome bit of gratuitous 
primate abuse. Marvel at the pics, imagine them moving and get all 
annoyed because we’re not going to show you the really amazingly 
amazing ones until next month. Ha ha. In a rubbing-it-ln sort of way. 






a highly respected prefesser 
of philosophy questions the 
meaning of reality In our 
modern world of technology 

Are the Virtual Reality sequences bridges between the Reality 
bits? Or are the Reality sections just interludes in a Virtual Reality 
existence? Or what? Eh? 


the story so far 


There’s this bloke with a big red lawnmower and he turns into a 
computer-generated god sort of thing and some other people try to 
stop him before he takes over the world. 

the suprise ending 

But they fail, and he takes over the world. (Or does he? See the 
forthcoming sequel.) 


hllmey 


We couldn’t believe there weren’t any extra 
chips hidden Inside the TLM cart, helping to 
produce those amazingly big and ludicrously 
fast 3D graphics. The SNES on its own just 
can’t do that kind of thing, we thought. So, 
waiting until the chap from Storm went to the 
toilet, we broke open the plastic seal and had 
a look. Lo and behold, the cart was 




completely extras-free. No Super FX^'^ 
chip. Not even a cunning little DSP chip, 
like the one used In Pilot Wings and Super 
Mario Kart to speed everything up a bit. 
Nada, nothing, zip. The entire thing had 
been produced using a standard SNES chip 
set and some particularly lovely 
programmers. Blimey. 


next monthi 


The grand finale! See the Lawnmower Man 
in all his VR glory! See thrilling 3D flying 
bits so realistic they make you vom! See 
Les Dennis as Conan the Barbarian, 
unleashed in all his primitive fury! See the 
ritual slave dance of the Wild Women of 
Wonga! (See! A staff writer fired! Ed.) 
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NEW LOW PRICES! 

FROM SILICA SYSTEMS - THE UK’s No1 AMIGA SPECIAUSTS 


NEW! - RACE ‘n’ CHASE AMIGA 1200 PACK 


ZOOL is the software pack of the year. It includes: 

Zool, Transwrite, Pinball Dreams and Striker - Value £127.92. 

All Amigas from Silica (excluding A600 Standalone and Amiga 4000) 
include a FREE ZOOL pack as well as GFA Basic and Photon Paint II. 



ZOOL . 

Platform Title of the year - 97% Amiga Comp - Nov ’92 

£25.99 

TRANSWRITE . 

Word Processor and Spell Checker 

£49.95 

PINBALL DREAMS . 

Pinball Simulation - 94% ALII - Sept '92 

£25.99 

STRIKER . 

Soccer Simulation - 94% CU Amiga - June ’92 

£25.99 

. ZOOL PACK: £127.92 

\ GFA BASIC v3.5 . 

t Powerful Basic Programming Language 

£50.00 

'' PHOTON PAINT II . 

^ Powerful Graphics Painting Package 

£89.95 


TOTAL VALUE: £267.87 



PLUS! 


Iwmi 


AMIGA SOOplus 

CARTOON CLASSICS 


INCLUDES 

BUILT-IN 

BATTERY BACKED 

IcLockI 




1 YEAR RETURN TO SILICA WARRANTY 

FREE DELIVERY 
PACK INCLUDES: 

• 1Mb AMIGA SOOPLUS. £299.99 

• BUILT-IN 1Mb DRIVE. 

• A520 TV MODULATOR. 

• THE SIMPSONS. £24.99 

• CAPTAIN PLANET. £25.99 

• LEMMINGS. £25.99 

• DELUXE PAINT III. £79.99 

FREE FROM SILICA (See Top Left) £267.87 

TOTAL PACK VALUE: £724.82 
LESS PACK SAVING: £525.82 
SILICA PRICE: £199.00 


1 


Mb 

RAM 


Nb 

.RAM 


SRP 

£199 

INC VAT - AMC0592 


SRP 


INC VAT - AMC 0592 -f RAM 0520 


AMIGA 600 

STANDALONE 



1 YEAR ON SITE/AT HOME WARRANTY 

ON Aa CONFIGURATIONS 


FREE DELIVERY 

We are pleased to offer the Amiga 600 with 
Photon Paint 11, at a new low Silica pnce of only 
£199, a full £100 saving oft the previous price. 

PACK INCLUDES: 

• iMb AMIGA 600. £199.99 

• BUILT-IN iMb DRIVE. 

• BUILT-IN TV MODULATOR.. 

PLUS! FREE FROM StUCA: 

• PHOTON PAINT II. £89.95 

TOTAL PACK VALUE: £289.94 
LESS PACK SAVING: £90.94 
SILICA PRICE: £199.00 


^Mb 
■ RAM 


Nb 

■ RAM 


PREVIOUSLY 

£199 

INC VAT - AMC 0625 


PREVIOUSLY 


INC VAT-AMC 0625 +RAM 0565 


AMIGA 600 

LEMMINGS PACK 



1 YEAR ON SITE/AT HOME WARRANTY 

ON AU CONFIGURATIONS 


FREE DELIVERY 
PACK INCLUDES: 

• iMb AMIGA 600 . £199.99 

• BUILT-IN 1 Mb DRIVE . 

• BUILT-IN TV MODULATOR 

• DELUXE PAINT III . £79.99 

• LEMMINGS . £25.99 

FREE FROM SILICA (See Top Lett) £267.87 

TOTAL PACK VALUE: £573.84 
LESS PACK SA VING: £344.84 
SILICA PRICE: £229.00 


HMb 
I RAM 


Nb 

■ RAM 


PREVIOUSLY 


INC VAT - AMC 0666 


PREVIOUSLY 


INC VAT • AMC 0666 + RAM 0565 


1 


AMIGA 600 

WILD, WEIRD & WICKED 



1 YEAR ON SITE/AT HOME WARRANTY 

ON ALL CONFIGURATIONS ) 


FREE DELIVERY 
PACK INCLUDES: 

• iMb AMIGA 600. £199.99 

• BUILT-IN lMb DRIVE S TV MODUWTOR 

• DELUXE PAINT III. £79.99 

• MICROPROSE GRAND PRIX. £34.99 

• SILLY PUTTY . £25.99 

• PUSHOVER . £25.99 

FREE FROM SILICA (See Top Left) £267.87 

TOTAL PACK VALUE: £634.82 
LESS PACK SAVING: £405 82 
SILICA PRICE: £229.00 


1 


Mb 

RAM 


Nb 

.RAM 


PREVIOUSLY 


INC VAT - AMC 0649 


INC VAT - AMC 0649 + RAM 0565 


AMIGA 600hd 

EPIC + HARO DRIVE 


1 YEAR ON SITE/AT HOME WARRANTY 

1 ON Aa CONFIGURATIONS 

FREE DELIVERY 
PACK INCLUDES; 

• iMb AMIGA 600 . £199.99 

• BUILT-IN iMb DRIVE & TV MODULATOR 

• 20Mb HARD DISK . £149.00 

• EPIC-A SCI-FI ADVENTURE . £29.99 

• ROME - ROLE PLAYING ADVENTURE £25.99 

• MYTH - STOP THE SPREAD OF EVIL . £19.99 

• TRIVIAL PURSUIT - POPULAR QUIZ .. £29.99 
FREE FROM SILICA (See Top Left) £267.87 


2Mb 

VERSION 

-•-£30 


SILICA PRICE: £299.00 


INC VAT ♦ AMC 0799 


?.9°£269 


Is. 30: £299 

INC VAT ♦ AMC 0629 mm 


INC VAT • AMC 0964 


£349 


Is. 85: £309 

INC VAT - AMC 0985 


AMIGA 1200 

RACEV CHASE 




ENHANCED AGA 

SOFTWARE 


FREE DELIVERY 

• 68020EC Processor 

• 14.19MHz Clock Speed 

• 32-bit Architecture 

• 2Mb Chip RAM 

• Amiga DOS v3.0 

• Built-in TV Modulator 

• 16.8 Million Colours 
- 256,000 on Screen 

• AA Chip Set for Enhanced Graphics 

• 1X 32-Bit CPU/RAM Expansion Slot 

• PCMCIA Smart Card Slot takes 512K, 
1Mb or 4Mb PC Cards 

• 96 Key keyboard with Integral Numeric 

Keypad iTfSfflk 

• 2!^'' Internal IDE Hard Drive LmM 
Options - see column on right 

• 1 Year On-site Warranty 

• Fffff GIFTS FROM SILICA (See Top Lefii 


Nb 

.RAM 


£299 

INC VAT-AMC 1224 


AMIGA 1200 


HARD DISK 


AMIGA 1500 

HOME ACCOUNTS 


AMIGA 4000 

SPECinCATIONS 



FREE DELIVERY 

Silka otter the Amiga 1200 with a choice of hard 
drives. These are legal 2.5" hard drives which fit 
prc^rly. below the metal safety shield. Ail of 
Silica's upgrades are approved by Commodore 
and both the A1200 and hard disk are fully 
(Mvered by Commodore's official on-sile warranty 
with WANG. Some dealers lit a 3.5" drive to save 
cost, but remove the safety shield lo 
make it fit. This 3.5* drive invalidates 
the warranty. Look for the special WLlVrU 
sticker to ensure that the upgraded 
A1200 you buy is 2.5’and an official |uJL|9 
ComnTOdore approved version. |i||JU!5| 
CHECK BEFORE YOU BUY! 


INC VAT - AMC 


30% P3QQ 

MC1A30 


2'&,. 64s C AA tk 

INC VAT > AMC 1464 


2sm 85 s PdQQ 

INC VAT ♦ AMC 1465 


127s £529 

^T■AMC15^7 


209s £599 

INC VAT-AMC 1609 ^9# 



AMIGA 4000 

CONFIGURATIONS 

PLUS! FREE FROM SILICA 

• Amiga Vision • Photon Paint II • GFA Basic 

25mhz 68030ec 


CDTV ADD-ON 

FORASOOorASOOpius 


FULLY 

EXPANDABLE 


FREE DELIVERY 

1 YEAR RETURN TO SILICA WARRANTY 
PACK INCLUDES: 

• iMb AMIGA 1500 . £699.99 

• 2 X Z'k' BUILT-IN lMb FLOPPY DRIVES .. 

• EXPANSION SLOTS . 

• PC COMPATIBILITY. 

• VIDEO SLOT. 

For enhanced graphics 

• PC-XT BRIDGEBOARD SUPPLIED 

• PLATINUM WORKS SOFTWARE 


1 YEAR ON SITE/AT HONE WARRANTY 

ON Aa CONFIGURATIONS | 


2s« 80i.£Q7Q 

INC VAT - AMB 3080 


4s« 120 i.£ 10 gQ 

INC VAT AMB 3120 


4s.m 2141 Cl 1 go 

INC VAT-AMB 3214 1 1 WW 


4s>„245LC1299 

INC VAT • AMB 3245 1 fc W W 


4%»340iLC13gg 

INC VAT - AMB 3340 Wm 1 W W W 


4&»5405 


£1699 



FREE FROM SlUCA: 

•Lemmings-Award Winning Title RRP £34.99 
•Hutchins(xis Encyclopedia CD RRP £29.99 

• Sim City - Classic Simulation RRP £29.99 

• CDPD - 600 Public Domain Titles RRP £19.99 

WORTH NEARLY £115 


FREE DELIVERY 


25mhz 68040 


£ 100.00 

__ £169.95 

Word processor, database, spreadsheet 

• PUZZNIC . £24.99 

• TOKI. £24.99 

• ELF . £24.99 

• HOME ACCOUNTS . £29.99 

• DELUXE PAINT III . £79.99 

• AMIGA VISION . £111.63 

FREE FROM SILICA (See Top Left) . £267.87 

TOTAL PACK VALUE: £1534.39 
LESS PACK SA VING: £1135.39 
SILICA PRICE: £399.00 
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Mb 

RAM 


RRP 

£399 

INC VAT-AMB 1500 


A600 At 200 A4000-030 A4000-040 

The A4000 runs at up to 21 times the 
speed of the A600 

GRAPHICS : 

• 16.7 MILLION CaOURS 

• RESOLUTIONS UP TO 
1280x512 and 800x600 

OPEN ARCHITECTURE: 

The A4000 has been designed tor maximum 
flexibility providing plenty of room for 
memory & peripheral expansion 

• 4X16/32-BITZORRO III SLOTS MnWA 

• 3XPC-AT SLOTS 

• 1 x24-bit VIDEO SLOT ||fWV 

POWER : rffiS 

• 1.76Mb 3!('FLOPPY DRIVE 
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INC VAT-AMB 4120 
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INC VAT-AMB 4214 1 WW 


6&»245(LC22gg 

INC VAT • AMB 4245 fc W W 


340i 


£2399 
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» Enables your Amiga 500 to run CDTV software 
» Plays normal audio CD discs 
b Storage capacity equal to 600 floppy disks 
» Transfer time 153Kb/second 
» Compatible with CD + G and CD -t- MIDI formats 
» Compatible with ISO9660 standard 
» Some old A500s need modification 


HALF 

PRICE 


£149 

INC VAT - CCD 0570 


RAM UPGRADES 


ram UPGRADED TO 

RAM 4Mb 6Mb tOMb 14Mb 18Mb 


£100 £150 £300 £450 


£50 £200 £350 £500 


£150 £300 £450 


PRICES INCLUDE VAT t FREE HTTING AT TIME OF AMIGA 4000 
PURCHASE IF UPGRADE IS NOT DONE AT TIME OF PURCHASE, 
A FITTING CHARGE OF £34 95 (UPG 6900) IS PAYABLE 


Cf approved 

Silica Systems are a fully authorised 
Amiga dealer. We can upgrade 
Amiga 600 or 1200’s with hard 
drives, for new or existing owners, 
without affecting Commodore’s 
official on site warranty. We offer 
other upgrades and repair service for 
A500 and ASOOplus computers. 

UPGRADES & REPAIRS 

• Latest test equipment 

• 20 trained technicians 

• 1,000s of parts in stock 

• FAST. 48 hour service 

• We can collect (E5+VAT) 

• FREE return courier 

• All work guaranteed 

CALL FOR A PRICE LIST 


ALL PRICES INCLUDE VAT - DELIVERY IS FREE OF CHARGE IN THE UK MAINLAND 


THE AMIGA SPEC1A138T3 


Before you decide when to buy your new Amiga computer, we 
suggest you think very carefully about WHERE you buy it. Consider 
what It will be like a few months after buying your Amiga, when you 
may require additional peripherals or software, or help and advice 
with your new purchase. And, will the company you buy from contact 
you with details of new products? At Silica Systems, we ensure that 
you will have nothing to worry about. We have been established for 
almost 14 years, we are Amiga specialists and are a Commodore 
approved dealer. With our unrivalled experience and expertise, we 
can now claim to meet our customers' requirements with an 
understanding which is second to none. But don’t just take our word 
tor it Complete and return the coupon now for our latest FREE 
literature and begin to experience the “Silica Systems Service”. 

• COMMODORE APPROVED UPGRADES: 

Official Hard Drive upgrades with WANG on-site warranty. 

• FREE OVERNIGHT DELIVERY: 

On all hardware orders shipped in the UK mainland. 

• TECHNICAL SUPPORT HELPLINE: 

A team of Amiga technical experts will be at your service. 

• PRICE MATCH: 

We match competitors on a ‘Same product - Same price” basis. 

• ESTABLISHED 14 YEARS: 

We have a proven track record in professional computer sales. 

• £12 MILLION TURNOVER (with 60 staff): 

We are solid, reliable and profitable. 


BUSINESS + EDUCATION f GOVERNMENT: 

Volume discounts are available Tel: 081-308 0888. 
SHOWROOMS: 

We have demonstration and training facilities at all our stores. 

THE FULL STOCK RANGE: 

All of your Amiga requirements are available from one supplier. 

FREE CATALOGUES: 

Will be mailed to you, with special reduced price Amiga offers, 
as well as details on all Amiga software and peripherals. 

PAYMENT: 

We accept most major credit cards, cash, cheque or monthly 
terms 'APR 29.8% - written quotes on request) 


SlUCA 

SYSTEMS 




MAIL ORDER: 

Order Lines Open Mon- 


1-4 The Mews, Hatherley Rd, Sidcup. Kent. DA14 4DX 

■Sat 9.00am-6.00pm_No Late Night Opening 


Tel: 081-309 1111 

Fax No. 081-308 0608 


LONDON SHOP: 

Opening Hours Mon-Sat 9.30am-6.00pm 


52 Tottenham Court Road, London, W1P DBA 

No Late Night Opening 


Tel: 071-580 4000 

Fax No: 071-323 4737 


LONDON SHOP: 

Opening Hours: Mon- 


SIDCUP SHOP: 

Opening Hours: Mon-Sat 9.00am-5.30pm 


Selfridges (Basement Arena), Oxford Street, London. W1A 1AB 

■Sat 9.30am-7.00pm_Late Night: Thursday - 8pm 


Tel: 071-629 1234 

Extension: 3914 


1-4 The Mews, Hatherley Rd. Sidcup, Kent, DAI 4 4DX 

Opm Late Night Friday ■ 7pm 


Tel: 081-302 8811 

Fax No 081-309 0017 


ESSEX SHOP; 

Opening Hours: Mon- 


Keddies ( 2 nd Floor) High Street. Southend-on-Sea. Essex, SSI 1LA 

■Fri 9 30am-5.30pm (Sat 9 OOam-6 00pm) Late Night Thursday - 7pm 


Tel: 0702 468039 

Fax No 0702 468039 


To: Silica Systems, GAMEZ-1093-104, 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 4DX 


PLEASE SEND A 64 PAGE AMIGA COLOUR CATALOGUE 


Mr/Mrs/Miss/Ms:. Initials:. Surname: 

Company Name (if applicable): . 




Address:. 


. Postcode: . 

Tel (Home): . Tel (Work): . 

Which computer(s), if any, do you own?.104L 

E&OE - Advertised prices and specifications may change - Please return the coupon for the latest information. 
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F act: The game we know as Pinball was 
actually invented by the Chinese in 
about 453 BC. 

Fact: It was dead popular for 2000 years until 
video arcade machines came along and killed It 
stone dead. 

Fact: Almost. 

Fact: In fact, it came back to life recently as a 
rather smart Amiga game called Pinball Dreams. 

Fact: Now it’s being converted onto the Super 
Nintendo and the Game Boy. 

The Idea of writing a pinball game for a 
console may not at first appear to be an 
altogether bright idea. It sounds a little, well, 
perverse to get a very powerful modern 
computer thing to accurately simulate an old 
cranky clockwork thing. It would be like building 
a huge hydro-electric dam - just like the one in 
Aswan - to power a water wheel - just like the 
one they’ve got with a donkey In it at Caernarvon 
Castle. But somebody’s doing it. And, to be 
honest, a damn fine water wheel it looks too. I 
think. If I haven’t muddled my metaphors. 

The water wheel in question is Pinball Dreams. 
Now the reason for this Is that the game was 
brilliant on the Amiga, and looks like being just 
as good on the SNES and Game Boy. 


dream on 

Instead of seeking to replicate Pinball’s look, 
Dreams seeks to recreate the feel. Other 
computer pinball games may look right, but they 
don’t feel right to the dedicated pinball freak. 

The ball has to have weight, the flippers a certain 
spring, there has to be inertia, even the odd 
unnatural bounce. The Amiga and PC both had 
this, and now the challenge was to convey these 
properties to the Nintendo flavours. 

Taking their ball and bounce logic directly 
from the Amiga and PC versions, the SNES and 
Game Boy Dreams are more of a translation than 
a re-write. Spidersoft had written the PC game 
and so have the luxury of being able to use the 

























in the pipeline 


laying the table 

Q. So tell me, just how does a computer 
pinball table work? 

A. Well, I’m glad you asked me that 
question, because it just so happens (by pure 
coincidence) that I’ve got a ready-made-for- 
television-here’s-one-l’ve-prepared-earlier- 
sort of example that I can show you... 

Here you’ll see three layers of the SNES 
‘Steel Wheels’ table: 



Layer one - the bottom of the table. This 
is the painted wooden bit that the ball runs 
over, fslice picture. No effect whatsoever on 
the game. 

Layer two ~ The lights and flashy bits. 
These change in colour or brightness when 
certain game conditions are met. They tell you 
how well you’re doing but don’t affect the ball 
In the slightest. 




modified by the speed, the spin, and the angle at 
which the ball hits. 

Work on Pinball Dreams was progressing 
apace as when we nipped down to Lincoln for 
our peek. The Game Boy version was virtually 
ready (so ready in fact they let us have the 
review copy within a week of the visit) and the 
SNES was well on track for its Christmas 
release. The tables were all drawn, the ball 
movement routines were ail In place. In fact ail 
that It needed was the inclusion of the collision 
and bounce routines. 

so what’s new - snes 

Four is more than two. Now that may be stating 
the obvious but that’s just what you’re going to 
be getting In the SNES version. Originally the 
table was wide enough to fill the screen and the 
table scrolled up and down following the ball. On 
the SNES the tables have been made slightly 
wider and so it now scrolls four ways. Not that 
much, but just enough allow the level of detail to 
be kept high and probably to add that little extra 
illusion of speed as the ball zings across the 
screen in a typically diagonal pinbally fashion. It 
remains to be seen just how this will affect the 
game. It could enhance or It could detract from 
the game itself. Only time and the finished 
version will tell. 

so what’s new - game boy 

The Game Boy (loveable though it is) cannot be 
described as a high end games platform. It is 
however highly flexible. Its processor is well 
known and so every last ‘bit’ can be squeezed 



Layer three - The objects. These are the 
cushions, runways, flippers and targets. These 
are the bits that change the direction of the 
ball. Each character and pixel here has an 
angle which is then modified by the ball’s 
dynamics when It strikes. 

Q. So what now? 

A. Well I’m glad you asked me that. Just 
stick them together and... 


for optimum performance. And while there are 
memory restrictions, the low-level shell of the 
game remains the same, just using different 
methods of scrolling and putting the sprites on 
screen. The upshot being that although one of 
the tables has had to be discarded, leaving the 
’Boy with three, Spidersoft have actually 
managed to add in a few tweaks and touches 
that weren’t in the original, to improve playablity. 


the title of that song 
from that rock opera 

As massive pinball-heads - that is, we’re dead 
keen on the pinball, rather than us having large 
shiny silver skulls - we can’t wait for SNES 
Dreams to arrive. In fact we’ve all started 
building a new library of excuses and swear 
words for those games where fate decides to 
out-lane every ball that looks vaguely like 
scoring anything in excess of 10 points We can’t 
wait. But we’ll have to. Damn. 9 


spiders, eh? ■ 

Yes, Spidersoft do keep hordes of large and 
exotic and probably very poisonous spiders 
at their offices. Yes I saw them and, yes they 
looked just like the kind of spiders you see in 
films like Aracnophobia: poisonous, fast and 
furry, the kind of spider that can kill with one 
bite at ten paces. I didn’t like them. But then, 

I suppose I should be thankful that they didn’t 
call themselves RavneouslyHungryWolfSoft. 









































video killed the silver 
ball star 

You don’t really think of pinball as a team sport, 
but for six years until 1991 in Bristol, pinball 
enjoyed the same status as darts, pool and other 
pub games and at its peak the JNC Firepower 
Pinball League boasted three divisions with a 
total of 32 teams - more than 200 players. 

The league. It was the only one in Britain, 
owed its existence to one machine, a classic 
table that Is still one of the best ever designed. 
That table Is the Williams’ Firepower. If you 
played F/repower today, you’d probably wonder 
what all the fuss was about. The chances of 
finding a table in good working order are remote, 
but even if you could find one, you’d probably be 
struck by the lack of ramps, pits, loops and 
assorted whirly flashy things. 

But when it was released in 1980, Firepower 
was one of the first tables to feature multi-balls 
and lane changes (you move a bonus to different 
lanes by hitting the flipper) and It was one of the 
first talking tables, not that it had much to say for 
itself apart from the occasional “Firepower”. 

Firepower was designed by Steve Ritchie, and 
the reason it remains a classic and completely 
addictive table is that the difficulty level is 
perfect. Many of the shots carry risks, play them 
a fraction too soon or too late and you lose the 
ball, hit them just right and you are rewarded by 
bonuses, multi-balls and extra balls. 

There’s also a theory that the reason 
Firepower was so popular in the mid 80s, a time 
when the pinball industry was reeling from the 
competition from video games, that the multi¬ 
ball forced the player to be aware of what was 
happening all over the table. In much the same 
way as you need to know what’s happening all 
over the screen if you are playing a video game. 

Despite innovative tables such as Firepower, 
Eight Ball Pool, Medusa, Black Knight, and 
Space Shuttle, the pinball industry suffered as 
the video game craze swept through the 
arcades. Table production dried up and new 
ideas were put on hold as old tables were re¬ 
hashed to cut down on costs. 

It wasn’t until the end of the decade that 
pinball started to come back into fashion and 
tables with new and advanced features began to 
appear. Although pinball is currently enjoying a 
boom, many players reckon that the tables are 
not as good as those classics of the early ’80s. 
As with computer games, there’s been a shift 
towards film licences, and tie-ins (such as Street 
Fighter II, Terminator 2, Super Mario, The 
Addams Family). And as with computer games 
the tie in often seems more important than 
the gameplay. 

Tables tend not to be as fast as they were, 
and are often cluttered with features, that don’t 
really add to the gameplay. The result is that 
they are not so much a test of reactions and 
guile as an exercise in completing tasks in the 
correct order to collect the maximum bonus. Of 
course a true fanatic will play any table, but I’d 
rather play a Firepower with a dodgy flipper than 


multi-level, multi¬ 
level contraption, 
any day. I 
remember when 
ail this was fields 
y’know... 


hot 

shots 

One of the most Important things to bear in mind 
is that good players are extremely cool - or can 
at least do a passable impression of being so. 
And even if you aren’t that good, there are few 
spectacular shots that are guaranteed to 
convince any onlookers that you’re a 
veritable master. 


the dead flipper 

Do nothing. Just let the ball bounce off the 
flipper in the down (dead) position. If the angle is 
right the ball will bounce on to the other flipper. 
This shot looks well ‘ard, but is very easy to play. 
Just remember that you have to hit the ball back 
up the table now, so don’t start looking around 
soaking up the glory. 

Difficulty factor: 2/10 


pinball 

dreams 


A game of chance or a 
test of skill? Pinball 
novices often think pinball 
all luck and no judgement. 
So Game Zone asked 
Richard Jones (Black Ball 
4th Dan) to explain what 
shots you should be 
playing, the nightmare 
blow-outs and the true 
spirit of the pinball way. 


table talk 

The first talking tables appeared in the early 80s. 
Firepower used to say “Firepower”; Gorgar 
taunted players with phrases like “Me, Gorgar, 
Beat Me,” and “You hurt Gorgar;” and Eight Ball 
Pool invited the player to “Quit talking and start 
chalking.” Nowadays many tables will offer you 
advice on which shot to play by chanting “Go for 
extra ball, go for extra ball” {Monday Night 

Football), “Use the force” 
(Star Wars), “Checkpoint 
One Secured” (72) or by 
telling you which bonus 
hole to aim for. If you 
follow this advice without 
question, you could be 
hurried into a rash shot, 
so always play your own 
shots, not the one the 
table suggests. 


I 
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the Jones special 

A high risk shot that I’ve spent years 
perfecting and which straddles the thin line 
between pinball wizard and pinball wazzock. If 
you need to play a shot off the right flipper (say 
you have three seconds to collect a massive 
bonus that you can only hit from that flipper), 
but the ball is at rest on the left flipper, try 
the following: 

With the ball trapped on the left flipper, drop 
the flipper and hit the ball as soon as it starts to 
roll. The ball should hit the plastic at the very top 
of the flipper and bounce it back onto the still 
raised flipper. The ball should then have enough 
monemtum to happliy bounce or roll across the 
gap to the right flipper. A difficult shot that 
requires much practice - and a fair bit of cursing 
when it all goes horribly wrong. 

Difficulty factor; 6/10 






















the multiball kiss 

The Multiball Kiss is a difficult shot that’s only 
recognised by serious players. Casual pinballers 
put it down to luck - suckers! Anyway, the 
scenario is that in the heat of a multiball, you 
have one ball trapped on the flipper and another 
ball is racing down the table and destined to go 
straight down the middle and out. Play the ball 
at rest Into the path of the other ball ‘kissing’ it 
away from danger. 

Difficulty factor: 9/10 

the backhand 

One of the first 
shots you should 
master. Playing 
the ball on the 
backhand (playing 
it off the left flipper 
up the left-hand 
side of the table, 
or from the right 
flipper to the right- 
hand side) can 
reap great rewards 
and looks pretty 
good too. 

Difficulty 
factor: 2/10 

the switch 

A shot that I have 
perfected after 
years of practice. 
It’s Invaluable on 
tables that have a 
bonus, an extra 
ball or a special 


feature in the flipper lane. The idea is to hit the 
ball from one flipper up the opposite flipper lane. 
This can be achieved by either trapping the ball 
and letting it roll to the very end of the flipper, or 
by judging the right angle to play the shot on the 
move. It is essential in both cases that the non¬ 
playing flipper is kept down throughout this shot. 
A high risk, high reward shot. 

Difficulty factor: 7/10 

the nudge 

Nudging the table to prevent the ball from 
going down is an essential part of the game. It is 
not, as some pinball novices tend to claim, 
cheating. It takes great skill and judgement to 
know when to nudge the table and how hard to 
do it in a given situation. In general you should 
hit the table at the precise moment the ball 
comes in contact with a bumper. The nudge 
can also be played when the ball leaves a bonus 
hole to prevent it from straying towards the 
middle or an outlane. Apparently in America 
nudging the table is known as using Body 
English. I think that’s a compliment, but then 
I’m Welsh. 

Difficulty factor: 5/10 

the shunt 

A more physical variation of The Nudge, The 
Shunt should only be used In extreme 
circumstances. Hit the table hard, or even yank it 
sideways. The chances of tilting are very high. 

Difficulty factor: 8/10 

the greatest ever shot 

This shot was discovered and perfected by the 
pioneers of the JNC Firepower League. It was 
noticed that when the ball went down the right 
hand outlane and down the middle, it 
occasionally bounced towards the flippers 
before going out of play. On further investigation 
it transpired that this was caused by the ball 
striking a metal plate which was placed at an 
angle of 45 degrees in the jaws of the out hole. It 
was further noticed that by hitting the table at 
the moment the ball struck the plate the ball 
would sometimes bounce back between the 
flippers and that if you gave the table one hell of 
a bash the ball could be made to fly back 
between the flippers and to safety. The reason 
that this was regarded as The Greatest Ever 
Shot was because it not only saved a ball from a 
seemingly impossible position, but because it 
also required judgement and timing. 

Difficulty factor: 10/10 (but only playable on 
Firepower tables). 

sad shots 

Even the most experienced players can make 
complete fools of themselves by playing crap 
shots or unlucky shots. Or so they’d have 
you believe. 

the outlane lob 

A real sickener this one. It can be played off the 
forehand or backhand and involves lobbing the 
ball in a perfect arc from the flipper to the 
outlane. This shot Is usually a result of 
indecision, leading to the ball being underhit. 

red face factor: 9/10 

the double flipper 

Only a real pinball novice would play this shot. 
Always play the flippers individually. If you hit the 
ball with the left flipper, but raise the right flipper 
at the same time the ball will Invariably hit the 
underside of the right flipper and go out, making 
you appear very foolish and not in the least bit 
attractive to members of the opposite sex. 

red face factor: 6/10 




the roll 

The idea is that 
you catch the ball 
it rolls into the 
flipper lane and 
then rolls back 
down on to the 
raised flipper. 

You wait for it to 
roll back to a 
trapped position 
but it continues 
on its merry way 
to the flipper’s 
edge and falls 
off. Most 
annoying. 

red face 
factor: 8/10 


the miss 

No excuses. You 
go for the ball 
with the wrong 
flipper. However, 
pinball tables 
often lean to one side, causing the ball to drift 
away from the flipper it seems to be heading 
towards. The only way to avoid missing the ball 
in these circumstances is to get to know your 
table (or put a beer mat under one of the legs to 
make the table level). 

red face factor: 10/10 


the jones special (see above) 

Unless this shot is timed to perfection the ball 
will go out in a flurry of flipper action and no 
amount of explaining will convince onlookers 
that you were trying to switch flippers. 

red face factor: 7/10 


the crap catch 

When you catch the ball on a flipper in usually 
rolls up the flipper lane. If it keeps rolling it will 
go down the outlane. Very frustrating, and 
difficult to avoid as the catch is a perfectly valid 
shot. The only way of avoiding this is to get to 
know the table and not to attempt to catch the 
ball if it is coming down at certain speeds and 
angles. 

red face factor: 9/10 

how to read a 
pinball table. 

It’s fairly obvious that different tables play in 
different ways, but even two example of the 
same table can play very differently, 
depending on how it is set up. Tables are rarely 
completely level, the strength of the bumpers, 
flippers and mushrooms varies, the angle at 
which the table is set can be altered and the 
sensitivity of the tilt mechanism varies 
depending on the set up. 

Therefore you must treat every table as a 
different table and get to know its individual likes 
and dislikes. 

This takes time, and money, so the sort of 
things to look out for are: 

1) Which flipper does the ball land on when It is 
released from bonus holes? 

2) Does the table lean to one side? 

3) Is one flipper stronger than the other? 

4) Will the ball bounce across the flippers? 

5) Are there any unpleasant bounces that send 
the ball towards the middle or the outlane? 

6) Do all the features work? 

So that’s it - a beginner’s guide to pinball. Now 
go out and get playing... ^ 
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Pleas?fiiiii^a^-l-3 using BLOCK CAPITALS and tick relevant boxee. 

I I Please start my subscription from the next available issue 
7^^'^ (usually a month after you return the form.) 

iojHniH.m^ gs a? i3 2 3a : 

twelve issues of Game Zone (including postage and packing) for just: 

I I UK £22.95 Q Europe £39.95 []] Rest Of the World £51.95 

I I I enclose a cheque/postal order for £ . . 

made payable to Future Publishing Ltd (Game Zone) 

OR: rn Please charge my Visa/Access: 

Credit Card No: | || || || || II II II II I I I I ll I I II I I II I 

Card Holder’s Name . 

Expiry date: Signature: Pa*®' 

(Credit card orders available to over 18s only - soz!) 


4 okay, cough up! send me mags to 


NOW SEND THIS FORM (or a photocopy) AND THE DOSH TO: 

Game Zone Subs,Future Publishing, FREEPOST, Somerton, Somerset, TA11 7BR 

(There’s no need for a stamp!) 


Please tick here if you don’t like receiving loads of fabulous offers through the post. 


how to subscribe 

O Fill in the smart little (well, pretty huge 
actually) form, making sure to fill answer all 
the relevant bits. 

g Make out a cheque for £22.95 or let us 
know your Access/Visa details. 

g Stick the whole lot in an envelope and 
send it to us at Game Zone Subscriptions, 
Future Publishing, Freepost, Somerton, 
TA11 7BR. 

O Relax and take a deep breath. You’ve 
done it, you are now a full fledged 
subscriber. Congratulations. 


We must be joshing. Well, for 
once we’re not Joking or 
being less than serious, 
honest guv... you CAN get 14 
issues of Game Zone for the 
price of 12! 


Think of it! Everything to do with Nintendo 
gaming, all served up to you by the finest 
magazine in this reality tunnel - for 14 hassle 
free months. Imagine all the potential benefits 
to your quality of life, like... 

O No more punching and kicking of fellow 
devotees as you squabble over to the shop’s 
final copy of the latest issue. 


Q Protection from price hikes for the next 
year and bit. 

0 A monthly letter from the editor detailing 
exclusive gossip, news and cheats. 

O Game Zone delivered to your very door 
by your friendly local postman. 

0 And it’s cheaper than buying Game Zone 
In the shops! 


game zone subscriptions 


FIRST NAME 

DATE OF BIRTH 


TEL: 








































to Soled Out. No honestly, 
’re welcome to it. Take it away 
us, please! We never want to 
see it ^(^ain^ for as iong as we iive. 


O Game Boy, mains adaptor, game 

light and four games. These are Tetris, 
Super Mario and Kid Icarus. Worth 
£140, sell for £100 ono. Phone 0277 
364625. 

O SNES for sale, two controls, multi 

converter, seven games, including 
Mario Kart, Spiderman, F-Zero, Mario 4, 
S-Soccer, Sim City and Pilotwings. £300 
ono. Contact Gary on 0245 32092. 


SIX 


Wars 


in excellent 


O Game 

games 

and Populous. 
condition. £125 ono. Phone 0257 
793150. 


O NES for sale. Six months old, with 
five excellent games, including Micro 
Machines and Mario 7. All boxed, call 
Dave on 0525 840623 after 4pm. 

O NES for sale, with Mario 3 and the 
two controllers, boxed, excellent 
condition. Sell for £30. Contact Edwin 
on 0497 847253. 

O Game Boy, plus nine games, 

magnifier. Action Replay, super grip, 
leather case, rechargable battery pack 
and AC adapter. Around £165. For 
details phone Mark on 04388 69221. 

O SNES for sale, complete with 

nine games. Includes Street Fighter II 
and Super Scope. All boxed with 
instructions.Will sell for £370 ono. Ring 
Leeds 0533 404102. 


O NES for sale. Seven good games, 

Zapper with Duck Hunt, Game Genie. 
Bargain, was £340, sell for £110. Further 
details phone 0553 772414, ask for Loz 
anytime. 

O SNES for sale with six games 

including Starwing, Alien 3 and 
Pilotwings. Two controllers, boxed, one 
month old. Sell for £300, phone Fred on 
0892 510734. 

O I have a SNES with two games 

including Desert Strike. Will sell for £100 
or swap with money for Amiga. Ring 
0904 633408 and ask for Steve if 
interested. 

O NES for sale with four games. 

Worth £160, sell for £60-70. Less than a 
year old, its In blinding condition. 


0908 379361. 

O NES for sale with two games - 

Super Mario Brothers 1, Duck Hunt, 
including Zapper and two controllers. 
Fully boxed with instructions. Sell for 
£30 or swap for Game Boy with one 
game. Phone Shehzad, 081 470 9982. 


interested phone Andrew on 0462 
672171. 

O This is a once in a lifetime 

chance! Street Fighter 2 and Monopoly 
(both American) for SNES, £55 ono. 
Phone Carol any time after 4pm. On 
0463 243160. 


O Game Boy and four games, £100. 

Seven other games £8 to £12 each, or 
will swap whole lot for Game Gear and 
five games (including Sonic 2). Phone 
Simon on 0494 526439 after 6pm. 

O NES for sale with Star Wars, 

Jackie Chan’s Kung Fu, Blades of Steel 
and Super Mario. Excellent condition, 
all boxed, sell for £100 ono. Phone 0344 
777571 after 6 pm. 

O Hey you, the one reading Game 

Zone! Game Boy for sale with eleven 
games including Baseball, Batman and 
Bubble Bobble for £100! Phone Jon on 
0734 414345. 

O NES and eight classic games - 

Flintstone, Megaman 3, Kick Off, Mario 
2/3, Street Gangs, New Zealand Story 
and California Games. Great for present 
with a price of only £200, worth over 
£300. Quick while stocks last. 

0489 787526. 


O Jap Super Famicom for sale, with 

six games, two joypads,joystlck and 
converter. All for £200. Must be In 
Liverpool. Phone 051 920 5366 and ask 
for Kev. 

O NES for sale, 7 games including 

Turtles 2, Terminator 2, with two 
joypads and one Quickjoy Pro joystick. 
Worth £120, sell the lot for£80. Phone 
Jay on 0272 555 3036. 



O NES for sale with nine games, 

lightgun and special joypad. Most 
games boxed ^jth^tr^itlons. Worth 
£350, will siiaiJBir imdN^sted 
phone 


O Four 

including 
Dreamland. Prices from £10. If 


O SNES games for sale. Games are 

Super Mario World, Super Soccer and 
Super WWF. Will sell for £20 only. Call 
Tommy on 0952 432031. 


O Pitfighter and The Hunt for Red 

October for Alfred Chicken, Battle of 
Olympus and the Empire Strikes Back, 
(one for one). £12.50 

each. Ian cihT0357T““'' ’ ' 



O Wante^^taMf^^ games. As 

many as possl^fe-^^end list of games 
you want to sell to 473, Bury New Rd, 
Salford, Manchester, M70WY. Any 
games at all. Hurry up! 


O Wanted: Monopoly, Prince of 

Persia or Robocod for Game Boy. Will 
swap Adventure Island or Super 
Hunchback. Send Replies to 43, 
Springfield Park, Kinross, Tayside, 
Scotland, KYI 3 7QT. 


O Super NES games wanted. Will 

pay up to £25. Also swap your 
unwanted carts with^ mine from £5. 
Good range of P^one Brian 

after 2pm. On 



O Handsopie 1 dM li|oy seeks 

girls aged 13 to.T5 for furj and games. 
Very intetectual^ wlllfog tQ| experience 
new thlngs^CqiitidtikM^s^rt on 
Ipswich 745351. 



O Cheat alitaek!\: 

comprehehsi vd WBf crf^ats library 
ever! With 140 games buked, can you 
miss out? Send SAE for details to David 
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STOP PAYING 
THROUGH 
THE NOSE FOR 
YOUR GAMES 

Use OUT discount 
vouchers and greatly 
reduce your costs 


C 150 .M 

Worth of vouchers to 
1st 1000 applicants 

CIOO^oo For next 5000 

CSO^oo For all others 


Send La^e S.A.E. To: 

Discount wunes (GZ) V 

St. Brides Major. Mid Glam. CP32 OSD 

INSTANT ORDER LINE 

0891 501026 

CALLS CHARGED AT 36P PER MIN CHEAP RATE. 48P ALL OTHER TIMES. 



EJ KONSOLS 


TEMP 

26 PRINCESS STREET, THURSO/ 





SNES • MEGADRIVE • KEO-SEO • HANDHELDS • 8 BIT MACHINES 
• PC ENGINE • mega CD • CDS * 


W0 ark ttiekuyestsioeUst of second Modi 
Brkaiii M pr^eiH ¥ie have the MIourins i 
games in stoekt 


Over 9(10 
Tot^oui 


|o^EO. 

_ .. t^ane. 

Once fok have chosen your game - well reserve h her you 
died m you have to dOf is send lu your mananmdigame 
and wkl^t^ipatch your reserved game Immedkmifi by 1st 
r ecorded delivery - it couldn't be easmr I 

Mease feel free to phene & ask 
about any same of any system 
We Play Them All!! 


MiWMiOetOkEUMSeS 


SAMmunoswmHr 

mEcnov, 

Anr e rnenrme n 


PRICES ARB CONST! 

A NEW TITLES ARRIVE A 

OPEN MONDAY TO SATURDA 



iaiN6 
I PHONE 

10AM TO 6PM 


MicNOMfiNiii 



mm wm<i 

AXELAY 

£38.95 

AUEN3 

£44.95 

BARTS NIGHTMARE 

£29.95 

BATMAN RETURNS 

£42.95 

BOB 

£39.95 

BUBSY 

£53.95 

CASTLEVANIA 

£39.95 

CHUCK IWCK 

£36.95 

CONTRA III 

£34.95 

COOL WORLD 

£29.95 

CYBERNATOR 

£42.95 

DESERT STRIKE 

£39.95 

DRAGONS LAIR 

£36.95 

DUNGEON MASTER 

£57.95 

EXHAUST HEAT 

£37.95 

FATAL FURY 

£44.95 

FINAL FIGHT 

£39.95 

FZERO 

£34.95 

FI ROC 

£34.95 

GODS 

£39.95 

GOAL 

£39.95 

HARLEYS HUMONGOUS 

£29.95 

HIT THE ICE 

£44.95 

J. CONNORS TENNIS 

£34.95 

JOHN MADDEN 93 

£44.95 

KRUSTYS FUN HOUSE 

£29.95 

LEMMINGS 

£36.95 

MARIO WORLD 

£34.95 

MAGICAL QUEST 

£39.95 

MARIO KART 

£37.95 

MECH WARRIOR 

£47.95 

NHLPA HOCKEY 

£39.95 

NCAA BASKETBALL 

£39.95 

OUT OF THIS WORLD 

£36.95 

PUSH OVER 

£34.95 

PEBBLE BEACH GOLF 

£44.95 

PGA GOLF TOUR 

£39.95 

PUGSLEYSSC. HUNT 

£36.95 

PILOT WIN<^ 

£36.95 

QBERT 

£36.95 

ROBOCOP3 

£34.95 

RIVAL TURF 

£36.95 

ROAD RUNNER 

£36.95 

ROYAL RUMBLE 

£53.95 

SUPER OFF ROAD 

£29.95 

SUPER BOWUNG 

£34.95 

SUPER GHOULS/GHOSTS 

£37.95 

SMASH TV 

£29.95 

SUPER D. DRAGON 

£34.95 

SUPER SOCCBI 

£36.95 

SUPER TENNIS 

£36.95 

SUPER JAMES POND 

£37.95 

STRST FIGHTER II 

£44.99 

STARWING 

£46.96 

SUPER PROBOTECTOR 

£34.95 

SUPER SWIV 

£37.95 

SUPER PANG 

£37.95 

SIM CITY 

£36.95 

' SUPER ALESTE 

£36.95 

STAR WARS 

£46.95 

. TECMO NBA BASKETBALL 

£44.95 

TINY TOON ADV. 

£36.95 

- TERMINATOR 

£44.95 

TOP GEAR 

£36.95 

; TURTLES 4 

£34.95 

UN SQUADRON 

£34.95 

' WWFWRESTLB^ANIA 

£36.95 

• WING COMMANDER 

£42.95 

y ZELDA 

£36.95 



WHY NOT GET CASH FOR 
YOUR UNWANTED GAMES 
PHONE FOR A QUOTE 

GAMES MUST BE BOXED 
WITH MANUALS 



I WE RESERVE THE RIGHT TO REFUSE GAMES 


ACCESSORIES 

GAME COMMANDER JOYPAD £14.95 

COMPETITiON PRO JOYPAD £16.95 

SAITEK JOYPAD £12.95 

SN PROPAD (CLEAR) £14.95 

INVADER 2 JOYPAD £14.95 

MAVERIK 2B JOYSTICK £14.95 

MEGAMASTER JOYSTICK £27.95 

UK-USA/JAP CONVERTER 
(STARFOX COMPATIBLE) £9.95 

SNES DUST COVER £3.50 

SUPER ADVANTAGE JOYSTICK £44.95 

SNES ACTION REPLAY £42.95 

USA SNES TO SCART CABLE £12.95 

UK SNB TO SCART CABLE £12.96 

UK SNES TO HI FI CABLE £12.95 


PHONE NOW FOR THE BEST DEALS 


V« RESERVE THE BGHT TO REFUSE ANV PART EXCHANGE 




I IF Tou am sun usied then uu u 


WHY NOT Vm OUR RETAIL OUIUT AND SEE OUR VAST RANGE FOR YOURSELF] 


IfBI. 8 <121 559 3343 


»1 


: CHEOUES / PO»S to 

[ 74 OLDBURY ROAD 

ROWLEY REGIS, WARLEY _ 

WEST MIDLANDS. B65 OJS [Access 


CHEAPEST IN THE MIDLANDS 


USED GAMESI 

WE HAVE A LARGE SELECTION OF 
QUALITY USED GAMES IN STOCK 
AT AU. TIMES 
CALL FOR PRICE /AVAILABILITY 


lilPLEASE REMEMBER TO ADD 95p FOR POSTAGE AND PACKAaNG| 








































































































at 11, Chalfont Close, Beddau, Nr. 
Pontypridd, Mid Glam, CF38 2SA. 



O Gamescene, new fanzine for all 

SNES, NES and Game Boy owners. 
Reviews, 
and 
Phone 


O I’m loolunq old 

girl with a good sei%e of humour. 
There’s a slight problem, I go to 
boarding school, so during the school 
term write to: A Williams, Grimwade 
House, Maze Green Road, Bishop’s 
Stortfort, The College, Herts. 


O Hi, I am 17, and I want penpals 

between 15 and 19. Photo needed, 
write to Shamiel, 16, Durr Road, 
Greenhaven, South Africa, 7764. All 
letters will be answered. Bye! 



O I 

Nintendo World Cup, Motocross 
Maniacs for Tiny Toons, Probotector, or 
Nemesis. Also WWF on the NES for 
WWF2 on the Gameboy. Phone 0993 
843270, ask for Robert. 


O I will swap Super Star Wars 

(American) for Alien 3 (English or 
American) Phone 0702 201410 and ask 
for Dave. 

O I will swap NES with seven 

games and Zapper games including 
SMB1, Simpsons, Duck Tales for Mega 
Drive with four games and controllers. 
Phone Lee on 0332 369683. 


O I will swap my Super Adventure 

Island for your Zelda 3. Phone Jamie, 
0352 771784, after 4pm. 

O I will swap my SNES UK Street 

Fighter II, for your Zelda III (UK). If 
interested phone Rob on 0788 546685 
evenings and weekends. 

O Street Fighter 2 (Jap version). 

Will swap for any good games (85+) eg. 
Castlevania 4, Shadow Run etc. Or will 
sell for £35. Ring 0553 768245. (Norfolk). 

O Super Nintendo scope for sale, 

£45 wanted. Also SNES games to swap. 
Games include Another World, Super 
Aleste and Street Fighter 2. Please 
phone 0745 334965 after 6pm. 

O Swap NES action set with six 

games for Game Boy with any number 
of games, or sell. Call 06977 41396 after 
5pm. You must live in Cumbria. 


O Swap NES, 11 games. Advantage 

joystick, two joypads. Robot, disc and 
spinner (mine) for a SES and £275. 
Phone Zubin or Karen on 071 483 2550. 

O I will swap Krusty’s Super Fun 

House for Addams Family, Mario Kart 
or Zelda III, or will sell for £20. If 
interested telephone Chris on 
021 604 1759. 

O Swap Sega Mega Drive for Super 

Kick Off for Streets of Rage II or 
Flash Back. Telephone David on 0344 
27612, daytime. 

O Swap Super Turrican (NES) for 

Kick Off, Hyper Soccer, Lemmings or 
Probotector 2. Serious offers only. If 
Interested then write to John, 6, 
Samuelson Court, Brittania Road, 
Banbury, Oxon. 0X16 8DX. 

And that’s yer lot. 


O I’m looking for a penpal who’s 10 

or 11, who likes Nintendo / Super 
Nintendo. A girl or a boy. Rawa, 7, 
Wyndham House, 24, Bryanston Sq. 
London, W1H 7FJ. 


O Wanted penpal for 19 year old 

boy. Pref. female, boy would do. Must 
be 18 to 20. Get scribbling to Mark, 

11, Gateley Gardens, Norwich, Norfolk, 
NR3 3TU. 



O Hi I’m 17, a college student 

looking for a penpal who’s over 17 and 
male. If you it the description, put pen 
to paper and Clare, 7A 

Chapel 
Lancs. 


O Mini st^iRcJ|uMnifiWlradio 

controlled carpor^^^^^mes with 
battery, charger, spieed controller and 
everything except radio gear. Mint 
condition, £30 ono. Phone 0955 3842, 
evenings only. 


O More than forty 48K Spectrum 

games. Includes 3 Dizzy Adventures 
and other Codemasters games. £15. 
Phone 0203 395490 after 5pm. 





SmSOFT 

‘S FASTEST MOUSE ON 

IGAMEBOf 


S megs on Gome Bog! Brrilio Hfribo Hndole Hndole-irs fosN 

Niniendo Producf Seols and oltier morns designoled os"TH'‘ore Irodemorhs of Ninlendo. SunsofI® is o regislered Irodemorh of Son Elecironics Corporolion.©1993 Sun Eiecironics Corporolion. Disiribuled bg Norubeni UH PLC. Tel; 071806 8816. 
LOONEV TUNES cboroclers and logos are Tfademarns and copgfigbT of WBBNE8 BBOS. 8 division of TIME W8BNEB EHTEBTflINMENT LP. ©1993. 
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buyers guide 








mEGH 



It’s tip! It’S top! It’S the GZ 
roundup of the best 
games around at the 
moment. We were 
oompelled to remove the 
Buyer’s Guide foiiowing a 
oompiaint from Ron 
Armchair of Bexhiii-on- 
Sea. ^^Dear Geezers,” 
wrote Ron. wife Elsie 
was reading your Buyer’s 
Guide last night and fell ill 
before she got to the end. 
Couldn’t you do 
something about the 
length of this feature?” 
Never let it be said that 
we don’t listen to our 
readers. We’ve banished 
the dusty old Buyer’s 
Guide to the dungeons of 
unfashionability. In its 
place, we present a 
sparkling, new and refill- 
bag sized Buyer’s Guide 
which gives you all the 
info you need to know 
about the most thigh- 
slappingly groovy carts 
currently doing the 
rounds (as they say). 






Nintendo’s managing director once said, ‘We’ve 
reieased a new consoie,’ and, do you know, we iike 
to think he was taiking about the SNES. Everyone’s 
heard of Mode 7, of course, but what exactiy do 
the other six do? It’s a knotty probiem. We think 
about it iots. Weii, not at aii in fact. But the 
sentiment is there. 


Some sreally squite sgood SNES sgames 


Game 

Alien 3 

Another World 

Axelay 

Gods 

King Arthur’s World 
Legend Of The Mystical Ninja 
Lost Vikings 
Populous 

Pugsley’s Scavenger Hunt 
Shadowrun 

Spider-Man: Arcade’s Revenge 
Starwing 

Street Fighter 2 Turbo 
Super James Pond 
Super Mario Collection 
Super Mario Kart 
Super Parodius 
Super Probotector 
Super Star Wars 
Super SWIV 
Tiny Toon Adventures 
WWF2 


Publisher 

Acclaim 

Interplay 

Konami 

Mindscape 

Jaleco 

Konami 

Interplay 

Imagineer 

Ocean 

Beam 

Acclaim 

Nintendo 

Capcom 

Ocean 

Nintendo 

Nintendo 

Konami 

Konami 

JVC 

Storm 

Konami 

Acclaim 



Price 

Score 

Gar 

£50 

90 

7 

£45 

90 

3 

£45 

91 

2 

£45 

92 

4 

£45 

92 

3 

£45 

93 

3 

£45 

90 

9 

£40 

90 

2 

£45 

90 

6 

£45 

90 

12 

£45 

90 

1 

£50 

95 

7 

£130 

94 

12 

£45 

93 

7 

£70 

92 

12 

£39 

94 

1 

£45 

94 

3 

£45 

92 

1 

£50 

93 

4 

£45 

91 

6 

£50 

90 

5 

£45 

90 

9 

the Game Boy is. 

It’S all 


corners and iight, frothy coiour schemes. You never 
read news reports of peopie being attacked with 
Game Boys, do you? Of course not. Because they’re 
reaiiy cuddly. Hurrah. 


The NES is still a 
good console. It 
just needs to wrap 
up warm in the 
evenings and take 
care when using 
stepladders. Many 
famous people have 
a NES, like Ringo 

Starr. He once played bowls with my 
Uncle Herbert, you know? Sorry. 


Gaspingly great game Boy Games 




Game 

Publisher 

Price 

Score 

Game Zone 

Alfred Chicken 

Mindscape 

£25 

90 

6 

Final Fantasy Adventure 

Nintendo 

£25 

90 

1 

Firefighter 

Mindscape 

£25 

91 

12 

Lemmings 

Ocean 

£25 

90 

4 

Monopoly 

Parker Bros 

£26 

91 

1 

Parodius 

Konami 

£25 

90 

3 

Probotector 

Konami 

£25 

90 

2 

Raging Fighter 

Konami 

£25 

90 

11 

Speedball 2 

Mindscape 

£25 

92 

4 

Star Wars 

Ubisoft 

£26 

92 

3 

Super Mario Land 2 

Nintendo 

£25 

93 

2 

T2: The Arcade Game 

Acclaim 

£25 

90 

3 

Zelda - Link’s Awakening 

Nintendo 

£45 

90 

11 

Nose numbingly nifty NES numbers 



Game Zone 

Game 

Publisher 

Price 

Score 

Bucky Hare 

Konami 

£35 

93 

4 

Lemmings 

Ocean 

£25 

90 

1 

Prince Of Persia 

Mindscape 

£35 

91 

4 

Probotector 2 

Konami 

£40 

90 

3 

Ultimate Stuntman 

Codemasters 

£30 

90 

11 
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T nok IT’S HRE AT LAST FROM THE U.Sfl 

ACTlKMI'ste' , -n 

- 




Presents 



52 New &. Original Multi-level 
Games for All the Family. 


PHONE TODAY TO FIND YOUR NEAREST STOCKIST: 



A Game Every 
Week for a 

^leve^r! ^Compatible with Sega 

Megadrive & N.E.S. 


SCOTLAND 0324 558848. 
LONDON 0533 393875. 
MIDLANDS 0533 394245. 


NORTH EAST 0904 491638. 
NORTH WEST 0606 863441. 
SOUTH 0752 704350. 


This product is manufactured & designed by Active 
Enterprises Ltd. It is not sponsored or endorsed by 
Sega or Nintendo. Action 52 is the registered trade 
mark of Active Enterprises Ltd 

A FEW EXCLUSIVE AGENTS & 
RETAILERS STILL WANTED I 


shamrock: consoles 

23 Tullyvarraga Crescent, Shannon, County Clare, Eire 
UK Call: 010 353 6l 364193 IRL Call: 06 I 364193 Fax: 061 363400 

.SURER NEVTENPO 

Batman Returns (PAL) .X46 Streetfighter 2 Turbo (US). Ji69 

Cybernator PAL).Mb Super Mario Ail-stars (US/PAL).£76 

Star Wars (PAL) .£46 Empire Strikes Back (US).£Call 

Royal Rumble (PAL) .£56 LOADS MORE AVAILABLE lUST CAU 

Bubsy Bobcat (US/PAL).£49 SNES Stanving Pack.£135 

Bomberman + Tap (US/UK).£79 SF2 Turbo/Mario Collection Convertor.£15 

Striker (PAL).£41 Joypads.£13.50 


SEGA MEGADRIVE, GAME GEAR + GAMEBOY + NES + 
MASTER SYSTEM GAMES ALSO AVAILABLE 

STREETFIGHTER 2 
TURBO 
ONLY £69 

WE ARE OPEN FROM 9AM TO 12 MIDNIGHT 7 DAYS A WEEK. 

TRADE ENQUIRIES WELCOME. 

Prices subject to change without notice. Prices do not include P+P Part exchange rates available. 



Wriie to this address for everythina 
you tan add 0 y§^ Nintendoi 

SECC LIMITED - BP 878 - 
L-9018 LUXEMBOURG 

Do not forget to state your name, 
address and telephone. 



































*‘My Lords, ladeeez and gentlemen. It 
is with great pieasure tonight I 
preeeseent, for your pleasure and 
entertainment the Game Zone 
Formation Previews Team.” Or in 
other words, welcome dear reader, 
to the world’s best guide to new 
games for your Nintendo. 



“Ren & Stimpy, Ren & 
Stimpy, they’re the 
modem Stone Age 
Family”. No that’s not 
quite right is it? 




2 : to® 


Remember kids 
“don‘t try this at 
home” unless 
you’re a cartoon 
dog that is. 
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Yak Shaving Day, will 
soon be upon us. 

So all you yaks out 
there, beware. 


Look Mommy look! An 
anatomically correct 
log - wow. 


pen & stimpy 

Fresh from their hit show in the 
States, and coming to your 
Nintendo soon, Ren & Stimpy are a 
mismatch made in cartoon heaven. 
They combine cutting edge 
animation with bold, bright colours, 
crazy storylines and more catch 
phrases than you could shake 
Shakin’ Stevens’ shakin’ stick at. 

The concept of the game is 
simple enough. Ren and Stimpy are 
stuck in their own TV show 
adventures, and you, the 
gamesplayer must help them 
escape from the airwaves. Through 
traditional horizontally scrolling 
platform action, you alternately play 
Ren and Stimpy. “Don’t you know 
cartoons will ruin your mind? Look 
what they’ve done to your brain!” 


veediots! 

A hyper-active asthmatic 
chihuahua, Ren knows the world 
as a dangerous place full of 
frustrations and dog-catchers. “I 
know what you want. You coveteth 
my ice cream bar.” Ren Hoek 
takes on different personas, each 
showing a different angle on his 
cartoon soul. Marlin Hoek is a TV 
nature show host, and expert on 
some of earth’s most extraordinary 
animals. As Commander Hoek, he 
pushes the bounds of space 
beyond where cat and dog have 
gone before. 

Ren has a witless, trusting 
feline sidekick, Stimpy. The cat’s 
motivations for life are heroes and 
holidays. He’d never miss an 
episode of Muddy Mudskipper, 
permanently has Stinky 
Wizzleteats’ famous Happy Happy, 
Joy Joy song ringing in his head, 
and honours the customs of Yak 
Shaving Day. (I quite like the sound 
of that one. Ed.) 

The show and the game have a 
charming appeal like classic 1950’s 
cartoons. The cat and mouse 
episodes are surely inspired by 
Tom and Jerry, and the unlikely 
pairing of two characters so much 
at odds is reminiscent of Barnie 
and Fred. But the style humour is 
all it’s own, and looks fairly off¬ 
beat. “Oh please please please 
please let me talk at the next 
house!” Ren and Stimpy are the 
creations of John Kricfalusi, 
responsible for The New Mighty 
Mouse. “You’re one of the good 
ones, man.” 


■ ,’5? .• ■. 


'Vvv 





' Vj. 

■ • - 

< 1 


major minors 

There’s plenty of minor characters 
that Ren and Stimpy encounter. 
Stimpy’s favourite TV character. 
Muddy Mudskipper makes regular 
appearances. Something of a 
villain, he’s sarcastic and arrogant, 
and claims to be known as the 
greatest mudskipper of them all. “I 
was once a lousy bum like you. I 
crawled my way up out of the mud 
to get where I am. You want to 
make it in this world you gotta 
adapt. Ever breath oxygen, son? - 
Good. Don’t start. Me, I’m hooked!” 
Others Include ‘Dr. Stupid’, a 
certain ‘Powdered Toast Man’ who 
shoots croutons from his armpits 
(What!? Ed.), and ‘Anatomically 
Correct Log’ who has his own 
celebratory sing-along anthem. I 
can’t wait. 

Game levels celebrate episodes 
from the TV show that BBC2 will be 
screening from early ’94. Plenty of 
variety includes The Boy who Cried 
Rat! Stimpy gains employment as a 
mouse catcher, and to guarantee 
his business, Ren dresses up as a 
chihuahua-rat. The thing is, 
Stimpy’s a bit too good at the job. 
In Stimpy’s Invention, the hapless 
feline is busy in the lab working on 
something even more important 
than a pistachio. Aware of his pal’s 
unhappiness at being trapped in 
the TV, Stimpy builds Ren a Happy 
Reln^et. Help him get the pieces 
together in the lab danger zone. 
The Veediots find themselves 
Marooned in space, then stuck In 
an alien’s digestive system. In The 
Army there’s a food fight, this is 
where Powdered Toastman comes 
into his own. “It’s not I who am 
crazy, it’s I who am mad!” 

Scrolling platform games need 
waking up. Ren and Stimpy should 
be the ones to do just that. “Go 
ahead Ren, make fun. You’ll be 
sorry when all your teeth fall out!” 
Available from THQ in Early Nov, 
price tba. 
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world heroes 



If anyone’s been holding their 
breath, you can relax now. But 
not for long, ’cos fresh from the 
arcades come World Heroes, 


smashing special attacks Into your SNES and 
flashing fists In yer face. Action’s transferred 
direct from the popular arcade game with the 
eight characters battling across time. Fancy 
joining them? 

It’s dead silly, dead spectacular but will it be 
able to knock that other game dead? Well that 


would seem a little unlikely but we’ll let the 
World Heroes give us their best shot next 
Issue, when we hope to be reviewing It. So get 
your silly attack trousers ready, ‘cos this one 
could be a real rip-snorter. 

Available from Sunsoft in October, 





top gear 2 


Move over Jeremy Clarkson, Top Gear 2 Is the 
showpiece with the real Top Gear. Packed with twice 
I the horsepower of the original game, TG2's intro invites 
11 1 l 3 I you to “Scream through 64 cities at speeds over 200 

mph.” Select weather conditions and choose tyres. Win 
races, earn cash, buy yourself better engines and gearboxes. Equip 
yourself with nitros, armour and power-ups. Chuck enough money at 
It and reign supreme like the Williams team. With split screen action, 
the two player option should provide the best fun, but then it always 
is. Especially when the police pull up behind you when you’re doing 
a ton through that little village on the A4 just outside of Hungerford 
and you have to, erm... what a give away. (Remember, driving fast is 
dangerous boys and girls, and not clever in the slightest. Ed.) 
Available from Sunsoft in October, price tba. 


pink panther 



Wow, we all thought a game based on little known 
splinter faction of the infamous black American 
separatist group. Imagine how silly we felt when we 
found out that it was actually based on the cartoon 
character and not some 60’s urban terrorist types. Still, 
it looks dead smart, with some really cartoon touches - Pinky can 
use his tail as a rope - near perfect graphics and brilliant sound. 
Altogether now: “Durham, durham. Durham durham durham, 
durham, durham, durham...” 

Available from TechMagik late ’93, price tba. 
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“The force is strong with one”. Too flippin’ right me ol’ 
—5 plate. Han, Leia, Chewwie, Yoda and even that milk- 

M ^ SNES action with the 

m 1 1 Vm eagerly awaited Super Empire Strikes Back. Boasting 
better graphics and the same massively hard - but 
curiously absorbing - gameplay from the first outing, LucasArts have 
gone to town on the game of the film that launched a thousand cute 
robots with bleepy noises. 

Once again the game follows the plot of the film virtually to the 
letter, starting off with the battle for the Ice planet Hoth, via an 
asteroid belt through a righteous space romp, up to the first fully 
fledged encounter between Lukie boy and the impressively hard 
owner of James Earl Jones’ voice. Looks good? You bet you 
mother’s spleen It does. How good? Well, tune in next month for a 
full in-depth In The Pipeline type preview thing. 

Available from JVC in late ’93, price tba. 




cosmic spacehead 



“The pointy birds go pointy pointy, anoint my head 
anointy nointy.” What has all this got to do with the 
Codies new adventure? Well, precious little apart from 
the fact that It’s a rather nifty point and click number 
and so gives me the chance to use one of Steve 
Martin’s best ever lines. Meanwhile, back at the factual part of the 
preview, we find that Cosmic Spacehead is a 50’s American Jetson's 
style kid who wandering around surreal worlds filled with logic 
puzzles and intermediate platformy bits. And truth be told, it looks 
rather spiff (as in Calvin and Hobbes fave space man). 

Available from Codemasters in October, price £29.99 


prophecy: vik'mg child 




There were actually 
millions of viking 
children, but the one 
we’re interested in 
happened to be called 
Brian. Anyway Bri’ returns to the 
village one day to find that his 
house and indeed the entire village 
has taken up smoking, in a 
Backdraft kind of way. What’s more 
his parents are missing. So the 
young lad decides to rescue them. It 
doesn’t occur to him that his parents may have scarpered in some 
weird Home Alone scam. No, off he goes to platform land, to make 
his stand, to live and die for Dixie (his mum). Cue an eight level 
sword waving, baddie leaping, puzzle solving romp. 

Available from GameTek in October, price £24.99 




magic hoy 


■ vvPa* Magic by 
name, cute 

1 1^41 by nature. 
iJJKV This Is one 
three game 

(I’m sorry I can’t type with 
a lisp), but it’s so three it 
looks like being a real 
lunch loser. Ultra-bright 
colours, hyper-cute sprites 
and stupidly silly enemies 
combine in this mazey- 

swltcheroo-of-a-catch-’em-up. The main question that remains to be 
answered is this: what on earth were his parents, Mr and Mrs Boy 
one assumes, thinking of calling their sprog Magic? Did they think he 
was Timmy Mallet’s parrot or something? 

Available from JVC at Christmas ’93, price tba. 





rock 'n' roll racing 






^hiD 




vm 


Judge a book^y rtS:pq^.|^ottgh. 


holding g 
> smutty 


I pBsyDcative_wayg~7 
Fhe good st^. 

SSiblf first inspe et l o n. The upshot of this cathS^fehg 
contrived intro is that you shouldn’t look at Fbck Racing land '.■/ 



th^k-thMjt looks ,Hke arother isometi^i^ce game’. It. 

White bound around the tracfe arndTstasting 

you get an earful of 
. the be^ metal music in town. 

Straight up! For example, you realty 
do g^-an instrunaentai version of 
Sabbath^ rather g^eovesome 
Parano/d. What more could a 
growing lad want? 

AvaHaMe from interplay m ./ 

Novei^er, prrce tba. , 
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As I was saying to Michael just the 
other day. “I’m sorry Jakko mate, I 
can’t make it for lunch. I’ve got to show 
Kostner how to play Starwin^’. We 
know the rich and famous here at fSame 
Zone y’see. We mingle with the Jet-set. 
We rub shoulders with the mega-rich. 
We swap stories with the slightly well 
known. So, when we bumped into life¬ 
long bestest ’biz buddy Dannii down at 
the kebab house*, we decided to make 
her the star of this month’s End Zone. 


dannii on games 

How Old were you when you first 
played a video game? If you can 
remember, tell us what it was 
I was about 10 when I started 
playing video games. The first 
games I remember were Space 
Invaders and Pacman. 

We bet you’ve got loads of games 
machines, haven’t you? Which ones do 
you currently own? 

All I own Is a Nintendo Game Boy, 
’cos it’s easy to travel with. 

Which in-game tune do you most like 
to hum along to while dancing around 
in your bedroom? 

Super Mario Land is very catchy. 

Has all that gamesplaying had any 
adverse effects on your personality or 
behaviour? If so tell us all about it or 
draw some pictures. 

I remember playing on my Game 
Boy for 11 hours straight when I 
first got it. It was on a plane from 
Japan to London. I hear this is kind 
of bad for your eyes not to take a 
break. I guess it made my eyes 
look like this: 



There’s been a great deal of talk lately 
about the introduction of censorship 
in video games. What do you think 
about it? 

I think that as people of any age 
can get hold of video games, there 
should definitely be censorship. 

Do you think that games are killing the 
music industry? 

Games are adding a new 
dimension to music and movie 
industry, as songs and movies 
are made around game characters 
and songs. 

And finally can you tell us your fave 
games of all time: 

1) Super Mario Land 

2) Tetris 

(both oldies but goodies) 





dannii on dannii 

What are you working on at the 
moment? When will the punters at 
large (like us) have a whiff of it? 

I have just finished my second 
album. It has pop/dance tunes, 
ballads and a rock song. It will be 
released in September. Hope you 
all like it. 

Were you naughty at school? 

Sometimes. If I ever got in trouble I 
could never stop laughing, and the 
more the teacher would get angry, 
the more I would laugh! 


If you could be a fly on the wall 
anywhere in the world where 
would it be? 

Michael Jackson’s house. 

What sort of fly, while we’re on 
the subject? 

Now really! 

What’s your favourite vegetable 
and why? 

Spinach, because it has lots of 
iron in it, is great for energy and 
helps you to work out and weight 
lift. Popeye was definitely on the 
right tip. 


What three items do you always keep 
in your fridge? 

Purified water, fruit and 
champagne! 

How do you unwind after a hard day of 
being a celeb? 

Watching videos. My flatmate 
has a library of videos that I watch. 
One of our favourites Is Dirty 
Rotten Scoundrels. 


Do you have any phobias? 

Spiders make me squirm all over. 

I can’t even look at a picture of 
them. But I love snakes - they’re 
really cool. 

How about any big heroes or 
heroines then? 

Janet Jackson. She has fab 
music and the best dance routines 
in the world. 


I 


*this is a lie we barely have any friends let alone famous ones. We wrote to her 
and Dannii, dead politely, wrote back. 


we got youp numba 


r Are you a celeb? Are you rich, famous, gossip-worthy or at least 

known by more than 12 people? Then we’ve got your numba matey- 
boy. And we’ll be round, thrusting questionnaires at you, testing your 
games knowledge and finding out those secrets you wouldn’t even 
share with your analyst. 

And being multi-media mega-stars ourselves, we know just about 
everybody - with the exception of Brian Connelly - so if there’s 
someone you’d like to see us ‘probe’ then write to us at: TV’s 


Famous, Game Zone, 30 Monmouth Street, Bath, Avon. BA1 2BW 


i 
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SUPER NES OA QQ 


SUPER NES -I- MARIO ALL STARS 

WITH SUPER MARIO 1,2 & 3 & LOST LEVELS 
ONE JOYPAD i^a ao 

SAVE £20.00 IVYaW 

SUPER NES -1- STARWING 

WITH STARWING GAME 

ONE JOYPAD laa aa 

SAVE £20.00 IWTF 





SONY 14" TELEVISION/MONITOR 

MODEL KVM1400 —^ ^ 

REMOTE CONTROL 100 OO 
FREE SCART LEAD 

(STATE SNE^SEGA, AMIGA or ST) 

& £20 Off a GAME OFFER 

DEDUCT £20 OFF OUR PRICE OF ANY GAME (OR THE TOTAL OF 
SEVERAL GAMES) PURCHASED AT THE SAME TIME AS THIS SONY TV 

SONY TV/MONITOR ENABLES MONITOR QUALITY PICTURE FROM AMIGA, 
SUPER NES. ST OR MEGADRIVE VIA SCART CONNECTION. ALSO SUITS ALL 
CONSOLES VIA NORMAL RF INPUT. INCLUDES REAR SCART/EURO. 60 
CHANNEL TUNING. BLACK TRINITON SCREEN, TWO POSITION TILT DESIGN 
FOR CHOICE OF ANGLE, HEADPHONE SOCKET. INCLUDES LOOP AERIAL. 
SUPERB QUALITY. AVAILABLE IN GREY OR WHITE 

B 


JOYSTICKS 


STORAGE & CLEANING 


QUICKJOY SN PROPAD FOR 
SUPER NES 
(WITH SLOW MOTION AND 
TWO SPEED AUTOFIRE) 
12.99 




STORAGE RACK 
FOR CARTRIDGES 
(STACKABLE) 

9.99 


NINTENDO CONTROL PAD 

FOR SUPER NES 

13.99 


SAITEK MEGAMASTER 1 
JOYSTICK FOR SUPER 
NES WITH AUTOFIRE, 
SLOW MOTION AND 
8 FOOT CABLE 
21.99 


PACK OF THREE SUPER 
NES PLASTIC PROTECTOR 
CASES FOR CARTRIDGES. 
PROTECTS CARTRIDGES 
FROM MOISTURE AND 
DUST (COLOURS MAY VARY) 
5.99 





SAITEK MEGAPAD II FOR 
SUPER NES WITH 
AUTOFIRE, SLOW MOTION 
AND 8 FOOT CABLE 


GAME GENIE 

GAME GENIE FOR SUPER NINTENDO (GAMES 
ENHANCER, ALLOWS CHEAT CODES TO BE 
ENTERED FOR INFINITE LIVES, CREDITS ETC. 

BOOK OF CODES INCLUDED) . 37.9 


LOGIC 3 MULTI CASE CARRY 
BAG FOR SUPER NES. (EXTRA 
COMPARTMENTS FOR LEADS. 
JOYPADS AND GAMES) 

14.99 


CLEANING KIT FOR ALL CONSOLES 
OR HAND-HELDS.6.99 


LEADS 


SUPER NES GAMES 

ADDAMS FAMILY . 36.99 

ADDAMS FAMILY 2 • PUGSLEY'S SCAVENGER 

HUNT . 35.99 

AGURI SUZUKI FI RACING . 36.99 

ALIEN 3 . 43.49 

AMAZING TENNIS . 39.99 

ANOTHER WORLD . 36.99 

ASTERIX . 39.49 

AXELAY . 36.99 

B.O.B . 39.99 

BATMAN RETURNS . 39.99 

BATTLECLASH (SCOPE 6 GAME) .32.49 

BEST OF BEST CHAMPIONSHIP KARATE . 40.99 

BLUES BROTHERS . 36.99 

BUBSY BOBCAT . 32.99 

CHESSMASTER . 36.99 

CYBENATOR . 39.99 

DESERT STRIKE . 36.99 

EXHAUST HEAT . 37.99 

F-ZERO . 32.49 

GODS . 44.99 

INTERNATIONAL TENNIS TOUR . 41.99 

JIMMY CONNORS PRO TENNIS TOUR . 37.49 

JOE & MAC - CAVEMAN NINJA . 42.99 

JOHN MADDEN ‘93 . 34.99 

JURASSIC PARK (DUE OCTOBER) . 35.99 

KICK OFF . 35.49 

KING ARTHUR’S WORLD . 36.99 

KRUSTY'S FUN HOUSE . 36.99 

LEMMINGS . 40.99 

LOST VIKINGS . 32.99 

MAGIC SWORD . 40.99 

MARIO ALL STARS . 40.99 

MARIO AND WARIO . 48.99 

MARIO PAINT WITH MOUSE . 48.99 

MICKEY'S MAGICAL QUEST . 48.99 

MORTAL KOMBAT . 48.99 

MYSTIC QUEST . 32.99 

NHLPA ‘93 ICE HOCKEY . 34.99 

NIGEL MANSELLS . 32.99 

ON THE BALL . 37.99 

PEBBLE BEACH GOLF . 40.99 

PGA TOUR GOLF . 36.99 

PILOT WINGS . 32.49 

POP N' TWINBEE . 39.99 

POWERMONGER . 42.99 

PRINCE OF PERSIA . 40.99 

ROAD RUNNER (LOONEY TUNES) . 40.99 

SIM CITY . 32.49 

SPIDERMAN AND X MAN . 39.99 

STARWING . 39.99 

STREETFIGHTER 2 . 54.99 

STRIKER . 39.99 

SUPER GHOULS AND GHOSTS . 32.49 

SUPER GOAL . 36.99 

SUPER MARIO KART . 32.49 

SUPER MARIO WORLD . 36.99 

SUPER NBA BASKETBALL . 40.99 

SUPER OFF ROAD RACER . 36.99 

SUPER PANG . 40.99 

SUPER PARODIOUS . 40.99 

SUPER PROBOTECTOR . 36.99 

SUPER PUTTY . 41.49 

SUPER SMASH TV . 36.99 

SUPER SOCCER . 32.49 

SUPER STAR WARS . 40.99 

SUPER STRIKE EAGLE . 41.99 

SUPER SWIV . 38.99 

SUPER TENNIS . 32.49 

SUPER WWF WRESTLEMANIA . 39.99 

TAZMANIA . 44.99 

TESTDRIVE2 . 31.49 

TINY TOON ADVENTURES - 

BUSTER BUSTS LOOSE . 39.99 

TOM AND JERRY . 32.49 

TRODDLERS . 34.49 

ULTRAMAN . 27.99 

UN SQUADRON . 40.99 

VEGAS STAKES . 32.99 

WARPSPEED . 34.99 

WING COMMANDER . 40.99 

WORLD LEAGUE BASKETBALL . 32.49 

WWF ROYAL RUMBLE . 54.99 

ZELDA 3 - LINK TO THE PAST . 32.49 


T-SHIRTS & TOYS 


SCART LEAD FOR SUPER NES TO TV WITH SCART 
INPUT (GIVES MONITOR QUALITY PICTURE) ...9.99 
NINTENDO STEREO AUDIO/VISUAL LEAD 
FOR SUPER NES (INCLUDES SCART/EURO 
CONNECTOR AND RED7YELLOW/WHITE PHONO 
STEREO & VIDEO LEAD).9.99 



GAMEBOY GAMES 


ALFRED CHICKEN . 24.99 

ALIEN 3 . 23.99 

ALLEYWAY.12.99 

ASTERIX.24.99 

ASTEROIDS .14.99 

BALLOON KID . 19.99 

BATTLE OF OLYMPUS 22.99 

BAHLETOADS.20.99 

BEST OF BEST KARATE20.99 
BILL & TED’S EXCELLENT 

ADVENTURE . 14.99 

BIONIC COMMANDO ...20.99 

BLUES BROTHERS . 20.99 

BOULDER DASH . 21.49 

BURAI FIGHTER DELUXE 12.99 

CASTLEVANIA . 13.99 

CASTLEVANIA2 . 24.99 

CHESSMASTER . 19.99 

DR FRANKEN . 22.99 

DR. FRANKEN 2 . 23.49 

DR. MARIO . 19.99 

DUCK TALES .20.99 

DYNA BLASTER . 10.99 

EMPIRE STRIKES BACK 20.99 

F15 STRIKE EAGLE . 22.99 

FLINTSTONES . 20.99 

FORMULA 1 RACE (WITH 
FOUR PLAYER ADAPTOR) 24.99 
GARGOYLES QUEST ...12.99 

GOLF . 17.99 

JACK NICKLAUS GOLF 20.99 
JIMMY CONNORS PRO 

TENNIS TOUR . 20.99 

JURASSIC PARK (DUE 

OCTOBER) . 22.99 

KIDDRACULA . 21.99 

KID ICARUS . 19.99 

KIRBY’S DREAM LAND 19.99 
KRUSTYS FUN HOUSE 20.99 

KUNGFU MASTER . 10.99 

LEMMINGS .21.99 

LOONEY TUNES.24.99 

MARBLE MADNESS .20.99 

MARIO AND YOSHI . 19.99 

MCDONALD LAND . 23.99 

MEGA MAN 2 . 19.99 

MERCENARY FORCE ...21.49 


METROID2 . 12.99 

MICKEY MOUSE . 20.99 

MICKEY'S DANGEROUS 

CHASE . 20.99 

NEMESIS 2 . 21.99 

NINTENDO WORLD CUP 19.99 

OTHELLO . 12.99 

PARODIUS . 24.99 

PINBALL DREAMS . 23.99 

POPULOUS.22.99 

PRINCE OF PERSIA . 20.99 

PRINCESS BLOBETTE ...12.99 

PROBOTECTOR . 20.99 

QIX . 10.99 

R-TYPE . 21.99 

RADAR MISSION . 19.99 

RAGING FIGHTER . 21.99 

ROBIN HOOD . 20.99 

RODLAND . 22.99 

SIDE POCKET . 19.99 

SOLAR STRIKER . 12.99 

SPEEDBALL 2 . 23.99 

SPIDERMAN 2 . 23.99 

STAR TREK . 24.99 

STAR WARS . 21.99 

SUPER HUNCHBACK ...22.99 
SUPER MARIO LAND ...19.99 
SUPER MARIO LAND 2 24.99 
SUPER OFF ROAD RACER ...23.99 

SUPER RC PRO-AM . 21.49 

TALESPIN . 20.99 

TENNIS . 18.99 

TERMINATOR 2 . 14.99 

TERMINATOR 2 - THE 

ARCADE GAME . 23.99 

TINY TOON ADV . 20.99 

TIP OFF (BASKETBALL) 22.99 

TOM AND JERRY . 20.99 

TOP RANKING TENNIS 19.99 

TRACK AND FIELD . 23.99 

TURRICAN . 13.99 

UNIVERSAL SOLDIER ...19.99 
WIZARDS & WARRIORS 19.99 

WWF SUPERSTARS . 20.99 

WWF SUPERSTARS 2 ...23.99 

XENON 2 . 15.49 

YOSHI’S COOKIE . 19.99 

ZEN - INTERGALACTIC 
NINJA . 21.99 


GAMEBOY + TETRIS 

TWO PLAYER LEAD, STEREO 
HEADPHONES, BATTERIES 
Ff?EEKONIXGBHOLSTER 

49.99 


GAMEBOY „ „ 

WITH NO EXTRAS 
FREE KONIXGB HOLSTER 



TAZMANIA CUDDLY TOY IN 
LEATHER JACKET (30 CM TALL) 
16.99 _ 





EAT MY 
DUST 

TAZMANIA T-SHIRT 
STATE SIZE M/L/XL 8.9 


FAITH NO MORE 
LONG SLEEVE T-SHIRT 
STATE SIZE L/XL 
13.99 



STORAGE POWER SUPPLIES 


KONIX G.B. HOLSTER FOR GAMEBOY 
(ATTACHES TO BELT).4.99 



LOGIC 3 
GAMEBOY 
PROTECTOR 
CARRY CASE 




HARD CARRY CASE 
(STORAGE SPACE 
FOR EARPHONES. 
SCREEN CLEANING 
KIT AND 4 GAMES) 


PACK OF 3 
PLASTIC 
PROTECTOR 
CASES FOR 
CARTRIDGES. 
PROTECTS FROM MOISTURE AND 

DUST (COLOURS MAY VARY) .5.99 

CLEANING KIT FOR ALL 
CONSOLES OR HAND-HELDS .6.99 


BATTERY PACK(RECHARGEABLE 
FROM MAINS ADAPTOR SUPPLIED) 

. 26.49 

LOGIC 3 RECHARGABLE BATTERY 
PACK (FITS INTO BATTERY 
COMPARTMENT, GIVES 7 HOURS PLAY 
- MAINS ADAPTOR REQUIRED) ...13.99 
LOGIC 3 MAINS ADAPTOR 
FOR GAMEBOY . 7.99 

MISCELLANEOUS 


NEW BOOSTER BOY FOR 
GAMEBOY. HOUSES CONSOLE. 
TURNING IT INTO A TABLETOP 
MACHINE WITH SCREEN LIGHT 
AND MAGNIFIER, MINI JOYSTICK, 
SOUND AMPLIFIER AND SPACE 
FOR CARTRIDGE AND EARPHONE 
STORAGE. REQUIRES MAINS 
ADAPTOR OR 4 X C TYPE 
BATTERIES. 

ALL THIS FOR ONLY 24.99 


HANDY BOY (MAGNIFIES AND LIGHTS 
SCREEN. AMPLIFIES SOUND & ACTS 
AS MINI JOYSTICK) . 24.99 

GAMELIGHT FOR GAMEBOY 

(FOR USE IN THE DARK 

OR POOR LIGHT) . 5.99 


SPEAKERS 

SONY SRS-7 MINI 
STEREO SPEAKERS 
FOR GAMEBOY 
12.99 



We only supply official UK products. Official suppliers of all leading brands. 

We sell games and peripherals all at amazing prices for Megadrive, Master System, Game Gear, Super NES, Gameboy, NES, 
Lynx, Amiga, Atari ST, PC, CD ROM and Apple Mac. And we sell T-shirts and cuddly toys! 

Special Reserve Club Shop at The Mailings, Sawbridgeworth, Herts. Open to 7pm Weekdays and to 5pm Saturdays. 


STEREO EARPHONES . 3.99 

CHEAT DEVICES 

GAME GENIE . 23.99 

ACTION REPLAY CARTRIDGE) ...24.99 


MEMBERS 
DISCOUNT - 

EXTRA 

£2.00 OFF 

New members 
deduct £2.00 from 
any one item 
ordered as you join 



Sft^oUd memlmi com, Ugam cdl tUu.. com yOV? 

® READ NRG Regular Club Magazine 
CHOOSE from our Huge Selection 
&BUY at Best Possible Prices 
0 % SAVE with our Special Deals 
^ SAVE more with our XS Coupons 
^ WIN £60,000 worth of prizes FREE 
JOIN now from just £4.99 

We only supply members but you can order as you join 

There's no obligation to buy and you can be any age. 
Just send in the form below or phone Sales on 0279 600204. 

As a member of Special Reserve you'll receive regular issues of 
NRG magazine. NRG is our 48 page colour club magazine sent bi¬ 
monthly only to Special Reserve members. NRG contains: 

1. The best selection of games, peripherals and hardware for all 
popular formats. We are official Sega, Nintendo and Sony stockists. 

2. Reviews in colour and latest information on new products 

3. Charts and Release Schedule, to help you choose and plan 

4. The best prices. Just one purchase will save you your joining fee 

5. Hundreds of Special Offers. Top games at prices you won't believe 

6. XS Super Savers. Money-off coupons worth over £180 a year 

7. £60,000 worth of prizes per year in our FREE-to-enter BIG 
TARGET COMPETITIONS. That's £10,000 worth in every issue of 
NRG, exclusive to members. 

That's why over 160,000 people have joined Special 
Reserve, the biggest games club in the World! 

0279 600204 

9am to 8pm Weekdays, 9am to 5pm Saturday, 10am to 5pm Sunday 

10am to 5pm Bank Holidays. Order/Confirmation/Receipt sent for every order. 
THERE IS A SURCHARGE OF 50p PER GAME ON TELEPHONED ORDERS. 

You can also Fax your order to us on: 0279 726842 

We pride ourselves on our after-sales service. (18 customer service lines) 
Inevitably some games listed may not yet be available. Please phone sales on 
0279 600204 to check availability before ordering. In the event of delay we issue 
refunds on request at any time prior to despatch. We reserve the right to change 
prices without prior notification. E .& O.E. 

Registered Office & Club Shop: Inter-Mediates Ltd, 2 South Block, The Maltings, 
Sawbridgeworth, Herts. CM21 9PG. 

All prices include VAT and carriage to UK mainland. See base of order form for 
overseas surcharges. We supply hardware only to UK mainland addresses. 

MEMBERSHIP FEES 6 MONTHS ONE YEAR TWO YEARS 
TRIAL ANNUAL WITH FREE 

MEMBERSHIP MEMBERSHIP HARD BINDER 

UK MEMBERS 4.99 7.99 14.99 

OVERSEAS EC MEMBERS 6.00 10.00 20.00 

OVERSEAS WORLD MEMBERS 7.00 12.00 24.00 

We'oNLY ^UPpTy” viEfJBFRS BUT YOU CaTj Of^ERAS 'YOU j’oIn. 
THERE IS A SURCHARGE OF 50p PER GAME ON TELEPHONED ORDERS. 
(PLEASE PRINT IN BLOCK CAPITALS) LENT 


Adclress_ 


1 

! Phone Machine 

1 

1 Enter membership number (if appiicabie) or 

1 NEW MEMBERSHIP FEE (ANNUAL UK 7.99) 


1 

[item 


1 item 


1 

[item 


1 item 



ALL PRICES INCLUDE UK POSTAGE & VAT 


Cheque/P.O./Access/Mastercard/SwitchA/isa (Switch Issue No 


Card 

expiry date_ 


Signature 


Cheques payable to: SPECIAL RESERVE 
P.O. BOX 847, HARLOW, CM21 9PH 

Overseas Orders Surcharge (EC or World): Software orders 
please add £2.00 per item. Non-software items please add 
25%. Hardware items supplied to UK mainland only. 
Overseas orders must be paid by credit card. 





















































































































































































































































































Nintendo®, Super Nintendo Entertainment System^*^, The Nintendo Product Seals and other marks designated as are trademarks of Nintendo.®1993 Kemco Inc 
®1992 Vivid Image. Distributed by Marubeni UK PLC, 120 Moorgate, London EC2M 6SS Tel: 071 826 8816. 


To be a worthy Samurai you’ll 
certainly need your mighty 
sword. But you’ll also need 
wisdom to summon the Wizard 
Mage, and skill and power to 
scale the insurmountable walls 
and leap over pools of fire. 

A mixture of aggression and wits 
will aid you in your quest to 
become the ultimate warrior. 

And then they’ll have to take you 
seriously. 


It’s time to earn respect. 


















